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Avalon Hill Philosophy Part 43 



MORE CHANGES IN THE WORKS 




The response to Vol. 10, No. 5 of the 
GENERAL has been the heaviest we've ever 
received. It would be nice to report that 
feedback as 100% favorable — nice but not 
true. "ANZIO — Portrait of a Game" has 
elicited as much controversy as anything 
we've ever published. If nothing else it has 
decided our course of action for the 
GENERAL in future months. 

The main objection to the issue was, of 
course, the large percentage of the 
magazine devoted to ANZIO — a discontinued 
game which many did not have or could 
expect to obtain. This, in effect, limited the 
issue to articles on just 4 games and those 
readers without the games in question were 
obviously dissatisfied. Yet, there's a bright 
side to every problem. Those who had the 
game were generous with their praise of the 
"in-depth" approach of the new feature 
article premise. So, in an attempt to "have 
our cake and eat it too" we've decided to go 
ahead with plans for increasing the 
GENERAL to 34 pages. This way we can 
continue to offer detailed features while still 
providing the variety which the GENERAL 
has always been noted for. "Something for 
everybody" will be the slogan for 1974. 

Despite all the fuss, Tom Oleson's ex- 
travaganza "ANZIO — Portrait of a Game" 
ranaway with 'best of issue' honors setting a 
new record for points scored in our 600 point 
maximum scoring system whereby 200 ran- 
dom responses are scored, giving 3 points 
for each 1st place vote, 2 for 2nd, and 1 for 
3rd. However, the issue itself — bogged down 
by 9'sand 10's from the ANZIO haters drew 
only a 3.98 rating — a considerably poorer 
performance than previous efforts. In addi- 
tion, only 53% thought that this issue was 
better than the last as compared to figures of 
96% and 72% for previous issues Perhaps 
this reflects our overall improvement in 
recent months but we've decided to interpret 
it as a blackball vote against features on 
discontinued games. Therefore, it is unlikely 
whether any more shall appear in future 
issues. Unfortunately, the wheels of publica- 
tion had advanced too far to cancel this 
issue's GUADALCANAL feature. We 
thought that reading articles on discon- 
tinued games served a dual purpose — 
providing interesting background data and 
playing information for those who had the 
game, and satisfying the curiosity of those 
who didn't Right or wrong, this issues 
GUADALCANAL feature will be the last 
attempt to turn back the hands of time for a 
discontinued game. 

The GUADALCANAL feature is somewhat 
of an experiment in itself. We really don't 
know how you're going to react to this type of 
article which places so much emphasis on 
the battlefield as it appears 30 years later. No 
doubt you'll let us know. We thought it an 
immensely interesting article, if only for its 
uniqueness. In any case, next issue will find 



us on hand with a more conventional feature 
and a 34 page format with which to diversify 
our efforts. And if it's any comfort to those of 
you who were so impressed with ANZIO last 
time, we are giving strong consideration to 
rereleasing it after a redesign job due to the 
flood of mail the article has generated. For 
those interested in the complete voting 
breakdown for last issue it follows below: 

ANZIO— Portrait of a Game .... 448 

Series Replay — Afrika Korps .... 358 

Breaking Par 200 

Design Analysis 151 

Avalon Hill Philosophy 23 

Question Box 10 

Infiltrator's Report . 10 

As is readily apparent, only the Series 
Replay gave the lead article any real com- 
petition. From the comments we've received 
the Series Replay would be even more 
popular if the quality of play was improved. 
We think that problem has been solved now 
with 4 completed, well-played games in our 
files awaiting publication. The first, which 
appears in this issue pits Randy Reed and 
Don Lowry in a BULGE match — two rather 
esteemed players whose abilities pale only 
in contrast to this issue's expert judge, Dave 
Roberts. Next time we'll have a couple of Ph. 
D.'s slugging it out in PANZERBLITZ in a 
feature which should prove a 100% 
improvement over our previous 
PANZERBLITZ Series Replay in Vol. 10, No. 
1 . While on the subject of the Series Replay; 
43% of you selected the MIDWAY approach 
used in Vol. 10, No. 2 asthebest Replaythus 
far. 34% opted for the STALINGRAD 
technique, while only 1 4% liked the strategic 
overview approach of the 1914 Replay. You 
really showed your unhappiness with the 
PANZERBLITZ Series Replay Preview which 
drew only 9% of the vote. This is especially 
surprising in view of the great popularity of 
PANZERBLITZ as a game. We feel we're 
getting out of the experimental stage with 
the Replays now though and have the 
technique refined to the point where the 
next PANZERBLITZ Replay will be much 
more warmly received. 

The remainder of the Readers Response 
Results provided some rather interesting 
food for thought. Again we found that less 
than half of you were using the 2 for 1 deal to 
recommend the magazine to your friends. To 
recap briefly, the 2 for 1 deal states that 
anytime you send in a paid subscription for 
someone else who has not subscribed to the 
GENERAL since 1972, your own subscrip- 
tion will be extended for 1 year free of 
charge. This offer expires at the end of May 
and will not be reoffered, 2 for 1 deals 
submitted after May, 1974 will not be 
honored. Now is your last chance to extend 
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GUADALCANAL 

THE ISLAND, THE CAMPAIGN, THE GAME 

by Joel S. Davis 

Joel Davis is a graduate student at the 
University of Colorado and a longtime 
wargamer of the first order. By the time 
GUADALCANAL came out he had already 
mastered the remainder of the Avalon Hill line 
of that time. His fascination for the period has 
remained high ever since. 

That's why when we heard he was about to set 
out on an extended tour of the South Pacific we 
handed him this GUADALCANAL 
assignment. An excellent photographer in his 
own right, Joel took all the photographs of the 
island used in this article, and blended them 
with a keen historical knowledge of the battle, 
expert gamesmanship, and an eyewitness ac- 
count of the island as it is today to provide us 
with the very unusual feature which follows. 

••••• 

THE CAMPAIGN 

When GUADALCANAL was first in- 
troduced by Avalon Hill, 1 bought a copy 
almost immediately. What a fantastic group of 
innovations it contained! Factor 
reduction . . . hidden movement . . . 
invasions . . . long-range artillery. Of course, 
check-off pads may be a bit cumbersome, and 
you really need two copies of the game to make 
hidden movement convenient, but what a 
challenge! Guadalcanal was the first U.S. 
counter-attack in the Pacific War, and was 
probably the only one where both sides had a 
chance of victory. It's a name that rings down 
through history — few may remember Truk, or 
Peliliu, or Tarawa, but almost everyone has 
heard of Guadalcanal. 

Later, some of the game's problems began to 
appear. I played Basic GUADALCANAL&i^N 
times, but I found the game terribly restricted 
and one-sided. The tournament version IS very 
interesting — and moderately balanced — but it 
has problems of its own. Even late in the game, 
the American player is almost forced to play a 
very conservative strategy — it's far too easy for 
the hidden Japanese to trap you while extended. 
On the other hand, with all that force bunched 
around Henderson Field, Japanese attacks are 
pretty much limited to mid-September. For the 
most part, Japanese strategy centers around 
staying within artillery range of Henderson 
Field without getting caught, while the 
Americans make occasional, cautious forays to 
flush them out. 

Then there are the sages who will tell you that 
all the really decisive action went on at 
sea . . . so why play out the land campaign at 
all?! Things were decided — they say— in the 
Naval Battle of Guadalcanal (the last in a series 
of six major engagements in that area). 

To this contention 1 give a qualified "Pop- 
pycock"! Qualified, because some of the naval 
engagements were decisive and could have 
thrown things either way. No one really disputes 
that the Naval Battle of Guadalcanal was a 
decisive factor in leading the Japanese to 
evacuate the island. But "Poppycock" because 
the war on land had several decisive battles too! 
if the Japanese had won any one of them — and 
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Rusting landing craft on Takra Beach are the last signs of the pivotal combat which look place on the island 32 years ago. 



the potential was there — it could have been the 
United States Marines who were forced to 
abandon the island. 

As 1 shall point out, the situation pictured in 
GUADALCANAL the game doesn't match 
that which existed in the campaign very 
well . . . but this merely represents some 
problems in design, not a failure of the basic 
concept. To understand why this is so, you must 
be familiar with the story of the 1 942 campaign. 

In the summer of 1942, most U.S. force was 
committed to Europe, while the primary ground 
force available in the Pacific was the largely 
untried 1st Marine Division, under the com- 
mand of Major General Alexander Vandegrift. 
In the battles of Coral Sea and Midway, the 
United States Navy had wrested the strategic 
initiative from the Imperial Japanese Navy, and 
was looking for a way to use this initiative to 
best advantage. When it was learned that the 
Japanese were building an airfield and seaplane 
base in the lower Solomons, it was clear that the 
intent was to cut the ocean link between 
America and Australia. Admiral Ernest King 
proposed to the Joint Chiefs that America act to 
halt this operation — by the capture of 
Guadalcanal and Tulagi. 

So it was that on 7 August, 1942 — the very 
day the first Japanese aircraft were to land on 
the newly constructed airfield on 
Guadalcanal — 10,000 Americans drove ashore 
to capture "Henderson Field" (named after an 
American pilot lost at Midway) with no 
resistance. The two labor battalions engaged in 
its construction fled into the jungle. About 6000 
troops were landed on Tulagi and other nearby 
islands to eliminate the seaplane base and other 
pockets of resistance. Here the fighting was 
bitter, but the garrisons were small. In a few 
days, the mopping up was over. 

Japanese efforts to throw the Americans off 
Guadalcanal began almost immediately. 
Bombers began attacking from Rabaul, and in 
the early morning hours of 9 August, five heavy 
cruisers, two light cruisers, and one destroyer 
badly mauled the Allied (U.S. and Australian) 
covering force in the Battle of Savo Island. 



While the Japanese force did not gain the 
objective of bombarding the beaches, the cover- 
ing force did withdraw — an inauspicious begin- 
ning to the months of naval dueling that lay 
ahead. Transports were also disptached from 
Rabaul . . . Colonel Kiyono Ichiki landed on 
Guadalcanal on 1 8 August with 1500 troops (An 
earlier reinforcement attempt was turned back 
when transport Meiyo Maru was sunk by 
submarine S-38). With the 900 troops already 
on the island, that made 2400. That isn't much 
with which to attack 10,000, even supported by 
the Japanese combined fleet. But the Japanese 
were under the impression that the Americans 
had only landed a raiding force to destroy the 
airfield— a regiment of 2000 to 3000 men at 
most. Such optimistic underestimations — 
usually by a factor of five or so — were to plague 
the Japanese throughout the campaign. The 
Japanese, though, had great faith in the spirit of 
their own troops. One would think they in- 
vented the line, "My strength is as that of ten, for 
my heart is pure"! 

On numerous occasions, the Japanese Naval 
Command set up combined air-naval-ground 
operations to recapture Henderson Field. The 
reason that Henderson Field was so crucial was 
that, while it remained operational, the "Cactus 
Air Force" limited Japanese reinforcement to 
Destroyer runs at night by the "Tokyo Express." 
Transports were just too slow . . . Henderson's 
aircraft would catch them unloading by morn- 
ing light. Destroyers were fast — but destroyers 
cannot carry heavy equipment, horses, or bulky 
supplies. The usual Japanese plan would bring 
the combined fleet into action. A large number 
of troops would be landed by the Tokyo Express 
(this part usually came off). These troops would 
launch a combined, multi-pronged attack on 
Henderson Field (these attacks were usually 
late, under-supplied, and lacked coordination), 
while the Imperial Japanese Navy would clear 
the U.S. Fleet from the area (which sometimes 
was accomplished) and bombard the beaches in 
support (again, sometimes managed). As soon 
as the Japanese ground forces captured Hender- 
son (which never happened, but once almost 
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did), Japanese aircraft would fly in, putting the 
United States Navy in the same daylight disad- 
vantage suffered by the Japanese. In some ways 
it might be worse, since American forces were 
not used to using destroyers as transports, and 
were used to more abundant supply than the 
Japanese would put up with. In addition, 
Japanese transports with heavy equipment, 
supplies, etc., could land, greatly expediting the 
mop-up of American troops. These plans usual- 
ly included elaborate arrangements for the 
surrender ceremonies. 

What with the over-confidence of the 
Japanese — on their own combat effectiveness, 
on how fast they could get to their positions 
through the jungle, and their general lack of 
intelligence concerning overall U.S. dis- 
positions and firepower, as well as the tremen- 
dous complexity and crucial timing necessary in 
these operations, things always went wrong. 

What finally induced the Japanese to aban- 
don Guadalcanal was the destruction of a 
transport fleet by Henderson-based aircraft, 
combined with a naval defeat in the Naval Battle 
of Guadalcanal. But, as most of the histories will 
admit, things were touch-and-go in 
spots . . . and if the Japanese had played their 
cards a little better, things might have gone 
differently. 

• •••• 

THE ISLAND 

This was why, on June 18th of 1973, 1 was so 
fascinated by the island visible from the window 
of the Air Nauru jet 1 was flying to that same 
island — a little over thirty years after the end of 
that famous battle. What was I doing on 
Guadalcanal? Especially since, as my younger 
brother pointed out, "What's wrong with the 
French Riviera? How about the lsledu Levant? 
But no, you choose Guadalcanal. Sigh"! 

Actually, Guadalcanal was only three days 
out of a three month sweep through the South 
Pacific. I spent about five weeks in 
Australia . . . but if you're going to buy a ticket 
to go that far, you really ought to gather in as 
many intermediate stops as possible. 1 spent 
three weeks in the American Trust Territories, 
Guam, and Nauru. 1 saw old bunkers at Truk 
and snorkeled around sunken warships in the 
lagoon ... I saw old tanks and artillery on 
Yap ... 1 visited lots of other islands too — 
often getting the impression that the Pacific 
islands are like a gigantic World War II surplus 
store. But Guadalcanal 
GUADALCANAL— with all the magic in the 
name, I really didn't know what to expect. Some 
of the American Trust Territory Islands are 
awfully primitive, despite the amount of money 
this nation spends. The British don't spend 
nearly as much as we do (Guadalcanal is in the 
British Solomons) ... my only real expectation 
was a reflection of the war histories 1 had read — 
a totally undeveloped morass of steaming 
jungles and deadly mosquitos. 

Surprise number one — Guadalcanal had 
paved runways! Most of the Micronesian 
islands (except the Marianas, where there's a lot 
of military traffic) handle 727 jets — on runways 
of crushed coral. Henderson Field (it retains 
the old name, along with a relic anti-aircraft gun 
in front of the terminal) is a surprisingly modern 
airport. The rickety old military control tower is 
still there — but strictly as a monument. The air 
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traffic — a mixed conglomeration of aircraft 
ranging from props to small jets — is handled 
from a modern tower nearby. The airport itself 
is only a ten minute drive from Honiara 
(formerly the village of Mantanikau). 




The main road into the hills from Mantanikau is much the same 
today as it was 30 yeans ago, although other facilities have 
improved tremendously. 

Surprise number two — as far as Pacific 
Islands go, Guadalcanal is amazingly modern. 
This is only true within a mile or so of the north 
coast, but, in comparison with the U.S. Trust 
Territories (again, except the Marianas), I 
found much more "civilization" — especially 
surprising in view of how much less the British 
spend than the Americans. Guadalcanal, for 
example, has good roads. The main coastal road 
is paved for about twenty miles. It's smooth 
riding from Tasimboko to Tassafaronga, and 
even beyond Tassafaronga . . . though you 
have to drive through streams at fords. This 
wasn't difficult — but 1 was there during the dry 
season. Later in the year, fording streams could 
have been a real problem. 

Another significant difference is that a 
relatively large fraction of the natives speak 
ENGLISH. In fact, the overall standard of 
education compares quite favorably, for exam- 
ple, with that in the Caroline Islands. Public 
utilities — electricity, phones, and running 
water — are more widespread. 

My initial tour of the island was in a vehicle 
called a minimoke. It looks like a kind of cross 
between a dune-buggy and the surrey-with-the- 
fringe-on-top . . . but it's rugged and will go 
almost anywhere. 
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The approach to Mt. Austen is much easier nowthan it was 32 
years ago. 

My first stop was Mount Austen. We drove 
on old U.S. jeep trails — still in use after thirty 
years — crunching down the tall grass and un- 
dergrowth which never stays down for long. 
There were a few of the Japanese memorials 
dedicated to "eternal world peace" that one sees 
on so many of these islands, but many lan- 
downers put up monuments of their own just by 
stacking up any old military hardware they 
found on their land. Even the fences brought 
back war memories . . . they were made of old 



Marston matting, salvaged from the military 
airstrips. 

Nearby "Red Beach" — where the Americans 
came ashore— had little to distinguish it from 
other beaches, save some rusty scraps which 
thirty years had made unidentifiable. Not too 
far away, however, was the Betikama Museum 
& Souvenir shop. I looked over the numerous 
pieces of artillery and aircraft in relatively good 
condition before continuing to Edson's 
("Bloody") Ridge, where Edson's Raiders held 
off numerous determined Japanese attacks. One 
interesting feature was the unusual lack of trees. 
While thick forest existed around the ridge 
peaks, the top of the ridge was virtually clear, 
except for the ubiquitous high grass. I asked and 
discovered that this had always been so, which 
checks with some USMC sources . . . though it 
is contrary to the GUADALCANAL 
mapboard. 




A view of the invasion beach (RED Beach] looking eastward 
toward Lunga Point. 

It was near Bloody Ridge that I saw what 
looked like airplane hangars covered with 
earth — old American supply sheds. We drove 
down an old jeep trail to look at one of them. 
The trail hadn't been used in a week or two, so 
there was about two feet of undergrowth! We 
found only a few rusting supply drums in the 
first shed, but a second shed was visible further 
back. From the amount of undergrowth, I 
guessed that it was rarely visited. Such finds are 
often more interesting — but my struggle to get 
there yielded no relics . . . only a nervous sur- 
prise when the equally surprised resident bats 
took off and winged past me in fright. How 
poignant, though — structures which once 
shielded men from bullets, bombs, and shells are 
still shielding bats and spiders from rain, wind, 
and the tropical sun. 




A view of Bloody (Edson's) Ridge from V* mile away to the north. 

A brief visit to Henderson Field followed. 
Despite warning signs, 1 climbed to the top of 
the old control tower — safe enough, if you 
watch your step. The reward was a beautiful 
panoramic view of that part of the island. 
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The view south from the Henderson Field Tower gives the 
reader a first hand look at the terrain in an Avalon Hill hex. 

Last on my tour was something the guides like 
to save for the incurably enthusiastic, since it's 
some distance away from everything else. On 
Tetere Beach, I came upon an awe-inspiring 
sight — dozens of landing craft parked near the 
coast . , . very overgrown . . .aged thirty 
years . . . but largely intact. 1 couldn't count 
them all — they extended well back into the 
jungle and remained as an imaginative reminder 
of the life and death struggle which once took 
place here. 




An abandoned U.S. supply bunker north of Bloody Ridge. 



The next day, 1 struck out on my own. I 
rented a car for $2.00 and started driving in the 
direction of Cape Esperence. I had heard of a 
sunken Japanese destroyer out that way. I never 
did find the destroyer, but near Aruligo Point, 1 
did see a cargo barge. With some difficulty 1 got 
to the beach, and strolled back along the water's 
edge to the barge. The identity of the barge was 
difficult to ascertain although lwas able to climb 
up on it and look the whole ship over very 
closely. Below the deck was filled with sand 
washed in over three decades, and any iden- 
tification marks had long since rusted away. I'd 
guess it was Japanese, though — they had the 
most shipping sunk in that area and certainly 
did try to unload supplies there on occasion. 















This wrecked bridge over the Tenryu River is all the evidence 
that remains of the bloody fighting which once raged across its 
banks. 

Driving back to Honiara, 1 found something 
else of interest. I saw some rusting junk near the 
road. Upon investigation, 1 discovered some old 



40mm shells. Making souvenirs of them was a 
temptation, but I didn't really fee) like dragging 
questionable World War II vintage ordnance 
half-way around the Pacific. 

I left Guadalcanal for Rabaul on a Trans- 
Australia Airways DC-3 Thursday morning. 
Somehow, the airplane seemed fitting — one of 
the few survivors of the era, the DC-3 has been 
in use for about forty years . . . and was used 
extensively throughout the war. 

••••• 

THE GAME 

The big question that now arises to the 
average gamer is what to do about 
GUADALCANAL— the game. I've talked 
about the island, and reviewed the campaign. 
Now, speaking as one who has thoroughly 
investigated the official histories, visited the 
island, and talked to some of the inhabitants, I 
believe 1 can outline a few factors that Avalon 
Hill did not properly allow for . . . and suggest 
some modifications to the game. 

GEOGRAPHY 

Actually, Avalon Hill did a pretty fair job on 
their board. It coordinates quite well with the 
actual geography except in places developed 
since the war. 1 would make K.K-26 (the top of 
Bloody Ridge) a clear square. It was 
clear . . . and that fact was significant in the 
actions that occured there. There's more 
forest/jungle between Kukumbonaand Tenaro 
along the coast than what is shown . . . but 1 
don't think changing the terrain in that part of 
the board would affect the game significantly. 
During the Dry Season, the rivers don't amount 
to much — but the Wet Season began early in 
1942 ... just before the Americans landed. 
Rivers can be left the way they are. 
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It is easy to see that the Luga River, even in the dry season, was 
a defensive obstacle. 



The current movement allowance through 
jungle is about right — one mile per day — but it 
must be remembered that all AH movement is 
drastically reduced to allow time for 
precautionary delays and for combat. As things 
stand, jungle movement is half as fastasnormal 
terrain movement. Even though "clear" terrain 
on Guadalcanal can be pretty difficult, one 
quarter speed would probably be more 
reasonable. Therefore, jungle movement should 
be reduced to 4 BTA per square. To be 

even more realistic, include a strategic move- 
ment rule such as that used in ANZIO. 1 suggest 
that if a unit does not begin its move in an enemy 
zone of control, if no part of its move brings it 
into an enemy zone of control, and if it does not 
attack during its turn, that unit may move twice 



during the movement portion of its turn. Along 
with the 4 BTA jungle movement rule, this 
should more accurately simulate the movement 
problems encountered on Guadalcanal. 

Bridging rivers is a minor point of contention 
too. Once a unit has built a bridge and controls 
both sides of a river, there's no reason why units 
coming later should pay the same penalty to 
cross. After all, unless you're crossing against 
enemy fire, bridges tend to be permanent 
structures. A blank counter can be used to 
indicate the existence of a bridge. Presumably a 
ground unit could destroy it in the same amount 
of time it takes to build by passing through the 
square, and it could be destroyed by artillery if 
one of the factors firing upon it rolls a one. 

LIMITED INTELLIGENCE 

This is the most serious error in the game in 
that Avalon Hill had the situation backwards. 
What with aerial reconnaissance, friendly 
natives, and less faith in their own assessments, 
the Americans had far better intelligence than 
the Japanese did . . . but, of course, no one's 
intelligence in the jungle was very good. One 
solution would be a set-up involving three 
boards, three sets of pieces, and a processor to 
give out intelligence to both sides. Unfortunate- 
ly, such solutions are only for the most devoted! 
For a social game, something simpler is needed. 

I suggest leaving the current limited in- 
telligence procedure as is, but add some things 
to make it more difficult for the Japanese 
player: 

a) All American units in the jungle are kept 
upside down. 

b) If the Americans can form a continuous 
line of squares containingeither American units 
or American zones of control from one point on 
the coast to another point on the coast with no 
Japanese units inside, then American units 
INS I D E this line may be off the board if they are 
in the jungle, or flipped over no matter where 
they are. American zones of control along the 
coast (including the existence of American 
units) should be marked by blank counters, 
tokens, etc., so that the Japanese player will 
know if he's allowed to land back there or not. 




This diagram shows the Battle of the Tenaru, 21 August. 
1942, as it would be played in GUADALCANAL Only units 
takmg part are shown Beginning at 3:10 AM, Colonel Ichikis 
infantry and mortars attack 2nd Bn,, 1st Marines across the llu 
at 1 -2 A two is rolfed— each side loses one factor and there is 
no advance or retreat- The Americans counter-attack. Ichikis 
troops are shelled by 3rd Arty. Bn., 11th Marines, taking 
another factor casuafties. 1 St Bn., 1 St Marines advances out of 
reserve, around Ichikis leftflank. andattacks from the rear. 2nd 
Bn. joins in, along with tanks of the 1st Armor Bn. at 1 1 -3-3-1 
with no retreat A one, three, or six is roiled — the Japanese are 
entirely eliminated with no further US casualties INote: 1st 
Armor Bit's exact starting position was unavailable — hence the 
dashed lines) 
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There is no way to really simulate the 
continual Japanese ignorance of American 
strength, but these two additions will bring the 
situation into at least a somewhat more realistic 
balance. 

HENDERSON FIELD 

Right now, players get a strategic 
advantage — victory points — for holding 
Henderson Field. In fact, Henderson had some 
hefty tactical advantages too. Airpower was 
what forced the Japanese to limit most of their 
supply and reinforcements to what destroyers 
could bring in. If Henderson Field were kept out 
of action or fell into Japanese hands, the 
Japanese could have landed large numbers of 
troops, horses, supplies, and heavy equipment. 
Furthermore, had the Japanese made Hender- 
son Field operational, they could prevent the 
Americans from conducting major landings of 
almost any sort — as well as limiting American 
supply — virtually forcing a United States 
evacuation. 

Extra Reinforcements: If the Japanese put 
Henderson Field out of commission or capture 
it at the end of their turn, they are entitled to 
land up to two combat units from those 
available at Rabaul (including regular rein- 
forcements for that month that have not yet 
arrived) and four units of fire. These appear at 
the beginning of the next Japanese turn. If the 
Japanese possess Henderson Field — or if 
Henderson Field is out of commission — at the 
beginning of the Japanese turn, the Japanese 
player may land up to twelve combat units from 
those available at Rabaul and 24 units of fire 
that turn. 

Japanese Air Operations: If the Japanese 
player holds Henderson Field at the beginning 
and end of his turn, and if Henderson has or is 
brought up to ten or more reduction factors (see 
Henderson Operations), then beginning on the 
following U.S. turn, each Japanese non-artillery 
unit fights as if it had one additional combat 
factor. This reflects the increased Japanese 
supply, reduced American supply, and support 
by Japanese aircraft. The American player must 
also roll for any reinforcements he wishes to 
land. A die is rolled for each unit — if a one, two, 
or three is rolled, the unit is eliminated instead. 
Of course, if Henderson Field is out of commis- 
sion, or if it is recaptured by the Americans, the 
Japanese player loses the advantages of air 
operations. 

RABAUL REINFORCEMENTS 

The Japanese had many forces available in 
addition to those actually landed on 
Guadalcanal, Through most of the campaign, 
tens of thousands of troops on Rabaul, in the 
Shortlands, and in other areas needed only a 
safe means of transport to enter the fray. The 
problem for Admiral Mikawa, on Rabaul, was 
providing that transport — many units were 
sunk trying to reach Guadalcanal. Because of 
the risk, others were never sent. 

In listing the additional troops available, 
numerous problems come up. The Japanese 
were not German-style record keepers, and 
American intelligence was not always accurate. 
Incomplete and contradictory unit iden- 
tifications were always cropping up. Worse yet, 
often only a part of a unit was sent to 
Guadalcanal. Some would be left 



behind . . . some would be sunk in 
transit . . . and the elements actually arriving 
might arrive over a period of many weeks. In 
trying to stay as close as possible to Avalon 
Hill's Order of Appearance, 1 had to contend 
with the fact that units given sometimes had no 
real existence — or were far weaker than what is 
shown — but the extra factors helped represent a 
myriad of smaller units that couldn't be shown. 
I have divided the game into four reinforce- 
ment periods, showing additional troops that 
may be landed only DURING THE 
PERIOD(S) SHOWN. They do NOT ac- 
cumulate. If a unit is not landed on 
Guadalcanal, and does not appear in the next 
period, you can assume that (a) It was 
sent . . . but sunk in transit, or (b) It was 
transferred to the Rabaul garrison or elsewhere, 
or (c) it is landed during the next period by a 
regular Tokyo Express run as shown in Avalon 
Hill's order of appearance. These additional 
units may be landed in accordance with the 
"Henderson Field" rules. No unit may land 
twice — i.e., you couldn't land 29/1 on 18 
September as extra troops and land a second 
29/ 1 on 9 October when called for by Avalon 
Hill, You could, in this case, land 10th Mt, Arty 
and one other 4-10 infantry unit if any are 
available. Only exactly equivalent units may 
swap arrival times. 



HENDERSON OPERATIONS 

Even though the Japanese never captured 
Henderson Field, it was put out of action a few 
times by heavy bombardment, and almost put 
out of action on a few other occasions. Of 
course, the Japanese kept the area under con- 
tinual bombardment, but ammunition 
limitations usually prevented such attack s from 
having more than nuisance value. 

Henderson Field has twenty reduction 
factors — it requires at least ten to be 
operational. Reduction factors may be 
destroyed by artillery fire against Henderson 
Field . . . and may be replaced or destroyed by 
combat units present on the field. Henderson 
Field may never have more than twenty reduc- 
tion factors or fewer than zero. 

Artillery: When artillery (including naval 
bombardment) attacks square K.K-22 (Hender- 
son Field), a roll of six for any factor firing 
eliminates one reduction factor. Of course, if 
face-up units are on Henderson, these will take 
casualties on rolls of two and/ or one, depending 
on the number of factors present. 

Combat units: If an Engineer or Labor unit is 
on Henderson Field at the beginning of its 
move, and remains there throughout the move, 
two reduction factors may be rebuilt. If the unit 
is eligible for strategic movement, it may spend 
half its move (10 BTA) on Henderson and 



ACCESSIBILITY OF UNITS ON RABAUL 
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13 November — End of Game 
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NOTES ON REINFORCEMENTS 



1 Heavy (H) Regiment: Each Heavy Regiment infantry battalion counts as two units for landing purposes. 

2 Mixed (MXD) Brigade The Mixed Brigade was assigned to Guadalcanal in late October from the Far East. It was never deployed 

3 51st Division: The 51st Division was serving in China and was assigned to Guadalcanal in late October. Like the Mixed Brigade, 
it was never deployed there due to the deteriorating situation I was unable to find exact regimental identifications, so I used a 
standard table of organizetion. 

4 Artillery Ranges: Additional artillery has the ranges shown: 

124 Reg 7 sq. 38/1 Reg 



51A, 1 Bn - 



S sq. 



518/1 Bn 7 sq. 

51C/1 Bn 7 sq. 

51/1 AA Reg ..5 sq. 



124/ II ) AT Bl.. 2sq. 

2/1 Reg 7 sq. 

H. 1 Bn Ssq, 



46AA Bn 
47AA Bn . 
48AA Bn 



. 7 sq. 
. 5 sq 
. 5 sq 
. 5 sq. 



43AA Bn . . 5 sq. 
50AA Bn . .5 sq. 
Ind.AA 8t . . 5 Sq. 
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rebuild one reduction factor. Other types of 
units are treated similarly, except that they are 
not as effective at replacing reduction factors. If 
their entire move is spent there, a three, four, 
five, or six must be rolled for each unit to replace 
one reduction factor, If eligible for strategic 
movement and half a move is spent there, a five 
or six must be rolled. 

As above, if an Engineer or Labor unit spends 
its entire move at Henderson Field, it may 
destroy six reduction factors — or three if only 
half its move (including strategic) is spent there. 
For any other type of unit, the figures are two 
and one respectively. 

If Henderson Field is attacked and the units 
defending it are retreated, some damage to the 
field results. Roll one die . . . the number of 
spots showing is the amount of damage. 

NAVAL BOMBARDMENT 

On several occasions, the Japanese mounted 
major naval bombardments of Henderson 
Field, in addition to frequent minor strikes by 
the Tokyo Express. To reflect this, beginning 
with the second (14 August) Japanese turn, the 
Japanese player may attempt a major bombard- 
ment. To do so, he merely announces a bom- 
bardment attempt at the beginning of the 
combat portion of his turn and rolls a die. If a 
four, five, or six is rolled, the bombardment 
attempt succeeds. He then rolls the number of 
dice appropriate for that month and gets that 
many artillery factors applied to the Henderson 
Field square. Effects are determined by 
"Henderson Operations" and "Artillery" 
rules — note that if American combat units on 
Henderson are face-down, they are not affected. 
At least two turns must elapse between bom- 
bardment attempts by the Japanese, regardless 
of whether they are successful or not. If Hender- 
son falls to the Japanese, the Americans may 
attempt bombardments in exactly the same 
way, except that the attempt is at the beginning 
of the U.S. combat segment, and only one turn 
need elapse between attempts, 

NUMBER OF DICE ROLLED FOR A MAJOR BOMBARDMENT 



NAVY 

Japanese 

American 



AUG. SEPT. OCT. NOV. DEC. JAN. 
3 3 3 3 2 1 

12 1 12 2 



JAPANESE TENACITY 

The value of Japanese "fighting spirit" maybe 
open to question — but it WAS there. They 
made numerous "human wave" attacks — such 
as those at Bloody Ridge— often almost to the 
last man! To simulate this, if the Japanese 
player rolls a result with no advance or retreat, 
casualties are removed and he may immediately 
make the same attack again, though casualties 
may have changed the odds — in which case the 
appropriate new odds column is consulted. If 
the result calls for a Japanese retreat, the 
Japanese player may take double casualties, 
ignore the retreat, and immediately attack 
again, as in the previous case. Both of these 
tactics are options — not required — and can be 
exercised only once per attack. Renewed attacks 
may not be made after the first re-attack. 

ARTILLERY FIRE 

Artillery used against troops under cover 
usually did little more than force them to keep 
their heads down. Where artillery WAS tremen- 
dously effective was in supporting and breaking 
up attacks, and in counter-battery fire. 



Before artillery fire is exchanged, both sides 
designate which of their artillery units are 
firing — and from where — by the use of tokens, 
blank counters, etc. If you wish, you can 
imagine this reflects the initial appearance of 
muzzle flashes, smoke, and loud noise. Next, 
each side secretly assigns some, all, or none of 
his artillery units to counter-battery fire. Each 
artillery unit assigned to counter-battery fire 
will also have a target square (containing enemy 
artillery) assigned. After this is done, each 
player reveals which of the opponent's units are 
coming under counter-battery fire. For every 
artillery factor firing in a counter-battery capaci- 
ty, roll one die. If a four, five, or six is rolled, the 
targeted unit may not fire OTHER THAN IN A 
COUNTER-BATTERY CAPACITY during 
that exchange. If the targeted unit is assigned to 
counter-battery fire, there is no effect. Counter- 
battery fire never causes casualties. Units engag- 
ing in counter-battery fire use up 'A of a Unit of 
Fire per unit . . . units prevented from firing 
other missions by counter-battery fire use up no 
ammunition. 

After counter-battery fire, artillery fire 
proceeds normally, except that only face-up 
units take casualties — including those about to 
have combat. 

The more perceptive readers among you may 
wonder why units trying to repair Henderson 
Field don't take casualties from artillery 
directed at the field. This is a good question — 
especially since the Japanese had some nasty 
tricks right alongthisline. One was to fire a shell 
at the field . . . wait for the engineers to start 
fixing it . . . then fire another shell from the 
same gun. With no change in gun position, the 
shell lands in almost exactly the same place. 

In point of fact, though, the number of 
casualties due to such tactics were in the dozens 



at most. Nerve-wracking as it might be, the 
SeaBees got pretty good at second-guessing this 
sort of thing. They managed to keep the field in 
good repair as a rule, with a minimum of 
casualties. 

AMBUSH 

If a unit is exercising strategic movement and 
moves on top of or into the zone of control of an 
enemy unit, it is immediately ambushed. It 
immediately takes one factor of combat losses 
and attacks the off-the-board unit(s). 
Regardless of terrain, the defending unit(s) is 
doubled. Note that the "defending unit" is 
assumed to be conducting the ambush. If the 
ambushed unit is on top of the defending unit, 
the ambushed unit has no retreat. 



VICTORY CONDITIONS 

The Japanese Army didn't really care how 
many casualties it took ... as long as its 
objectives were obtained. Therefore, add to 
tournament game victory conditions the follow- 
ing: "If, at the end of the game (29 Janaury 
turn), the Japanese are in possession of Hender- 
son Field, theywin, regardless of point totals. 



These modifications are far from perfect. A 
major re-working of the game mechanics would 
be necessary to accurately reflect all of the 
important elements of the campaign and still 
leave a reasonably balanced game. These 
changes will, however, yield a more accurate 
simulation of the difficulties and goals of both 
sides — notably in the Japanese determination to 
capture Henderson Field. If they do manage to 
capture it, they have probably won the game. 
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Guadalcanal's most famous bailie— The Battle ol Bloody Ridge 11 2 24 September 1 942|— gives an interesting example of how 
Japanese tenacity works. On the ridge, two battalions of the 124th regiment, reinforced by 4/2 infantry, attack Edson's (1st) 
Raiders. Defensive Artillery fire from 1 1th regiment and I SW leaves the situation as shown at left . . the atlack is at 2-1. The 
Japanese player rolls a six (lose 2, retreat 1 ), but rather than retreat, he lakes double losses and fights again, this time at 1 -5 and 
rolls a three (Defender lose 1 and retreat 1). The U.S. player retreats 1 Rdr to 1 Para's square, and all three Japanese units advance 
in. In the counter-attack, the American brings up 5/2 Marines and shells the Japanese again. Being very decimated already, they 
only lose one more factor. The odds are 3-1 (1 1-3) with the forces shown. A three rolled, doing away with 124/3. The othertwo 
units retreat two — and give up . . . retreating into the jungle. 

Near the coast, support elementsonginally sent to follow up Ichikis offensive attack 1/3 Marines ina kind of belated diversionary 
attack. A six is rolled and the Japanese retreat via a round-a bout route to Tenaro Village. 1 Armor battalion, trying to duplicate its 
slaughter of Ichiki's troops, races forward and attacks at 1 -2. It rolls a three (Attacker lose 1 and retreat 2|— properly chastized, it 
retreats. The Japanese, finding no weakspot. fade back into the jungle. 
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OUTDOOR SURVIVAL is the only "peace" 
game which lends itself to "wargame" variation. 
A number of interesting things can be done with 
the game on a man to man level. Richard 
Jarvinen's effort below just touches the fringe of 
the tactical possibilities. 

For hours the brilliant desert sun has been 
blinding your eyes, parching your throat, and 
burning into your head like a white hot iron. 
Each new step brings additional waves of agony, 
but the thought of gold, GOLD! drives you 
forward like a machine. If you can only reach it 
before — Crack! The sharp report of a high- 
powered rifle drives you instinctively down onto 
the broiling desert floor. Crack! A near miss 
sends up a spray of stinging sand into your face. 
You slowly reach for your own rifle and turn to 
face the source of the hostile fire. 

Sounds like a scene starring Humphrey Bogart 
in The Treasure of Sierre Madre, right? It's a 
situation that could arise in my new scenario in 
one of Avalon Hill's more recent releases, Out- 
door Survival. I personally found the game very 
entertaining, but I was less than satisfied with the 
war-gamming aspect of it. Thus I was prompted 
to generate my own war to sate my quenchless 
thirst for blood. 

The object of my variation is simple: find the 
hidden gold and get yourself and the gold out of 
the wilds alive. The only obstacles to overcome 
are the natural elements and a couple of other 
men, who just happen to be armed and danger- 
ous. 

To start, take four or five blank counters and 
one counter that you have marked "Gold" and 
place them upside-down on the center board. Mix 
them up and scatter them about, preferably in 
hard-to-get places. With two players, each player 
takes two men. One places his men on Outposts 
6 and 8; the other on Outposts 7 and 9. All rules 
that apply to the basic game apply here except 
where otherwise noted. 

To locate the gold you must stop on the 
suspect counter before turning it over. Just 
passing over a counter without stopping does not 
give you the right to search. To carry the gold 
once you have found it simply place it under 
your man and move normally, with one excep- 
tion: the man carrying the gold must subtract 1 
from his movement allowance. (It is heavy, you 
know!) 

Firing 

Firing takes place at the end of each man's 
movement phase. The only requirements to fire 
are that you must have a rifle in good condition, 
a supply of ammunition, and a target to shoot at. 
You are not required to fire, but you may fire at 
the end of all your movement phases if you wish 
(and can do so legally). The one exception to 
firing after moving is when you have been fired 
upon the previous turn. Then you may choose to 
fire before moving but you can fire only at the 
man who shot at you and you must add one to 
the roll of the die when firing. You may not fire 
both before and after moving under any circum- 
stances. Trails are considered clear terrain for 
firing purposes. 



To shoot, first determine the terrain that the 
target is in, and then determine the range. (Note 
that you can be on the same square as an 
opponent, giving you a range of zero.) Consult 
Table I and cross reference the range with the 
terrain. 

TABLE I 

firing into 

clear desert woods swamp mountains 

A A B C C 

Range 1 B C D E E 

2 *D na na na na 

Note the asterisk at range 2 under clear. You 
may fire at a clear terrain hex at range 2 only if 
the intervening hex between the target and the 
shooter is a clear terrain hex. "na " means you 
are not allowed to fire. 

After you have consulted Table I, you should 
come up with a letter. This letter is the firing 
column you will use in Table II. Roll the die and 
pray for results. An "X" means the target was 
killed; a number means the number of life levels 
lost by the target; a "-"means you missed; and a 
"*" means a special hit. Consult the Special Hit 
Table (Table III) and roll the die again. 









TABLE II 










Firing Results Table 
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You may pass your rifle to a friend who has 
lost his or had it destroyed, or you may pick up 
the rifle of any dead person. In each case you 
must stop on the same hex as the person (or 
body) to whom (or from whom) you are effect- 
ing the transfer. Gold may be transferred in the 
same manner. 

Streams and catch basins in no way affect 
firing. 

Direction Ability and 
Daily Necessities 

Use the charts on Scenario No. 3 (Search) for 
both direction ability and daily food and water 
requirements. 

Outposts 

You cannot be fired upon if you are in an 
outpost. You may move into a hex containing an 
outpost occupied by an enemy man, but you are 
not considered in the outpost as he got there 
first. He may fire at you but you may not return 
fire. 

Each outpost contains enough provisions to 
supply one man food and water for three turns, 
or two friendly men for one turn and one man 
for an additional turn. However used, the total 
supply capacity cannot exceed three of each 
item. 

You may replenish yourself at an outpost as if 
it were a food and water hex as there are enough 



rations to support you for the required two 
turns. Once an outpost's provisions are gone they 
can never be replaced. You may voluntarily 
destroy the remainder of an outpost's supplies 
when leaving. You may meet your daily require- 
ments of food and water by passing through an 
outpost that has provisions left, but you must 
stop on the outpost in order to destroy the 
remaining provisions. 

The above rules apply only to Outposts I, 2, 
3, and 4. Outposts 6 through 9 are used only for 
setting up. 

Optional Rules 

Here are some additional rules to further 
increase your enjoyment and frustrate your goals: 

1 ) Do not reveal to your opponent when you 
have found the gold, or to whom you have 
passed the gold, ammo, or rifles. Use appropri- 
ate dummy and marked counters underneath 
each man. 

2) Use three or more players per side. 

3) Use the Wilderness Encounter Chart at the end 
of each man's turn (although the situation 
seems grim enough already!) 

4) Limit the amount of rounds of ammunition of 
each man to seven. Ammo may be passed in 
the same manner as the gold and rifles. 

Table III 
Special Hits Table 

Die Roll Result Action Taken 



Weapons Hit 



4 thru 6 no effect 



Targets rifle destroyed; it 
may not fire again; ammo O.K. 
Target must Consult Random 
Direction Chart on board for 
next two turns; target may not 
fire for next two turns. 
Target drops rifle, ammo, and 
gold (if he has it); Target must 
consult Random Direction Chart 
next turn only. 
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Blitzkrieg 



Continued from page 20 



with 1 factor every turn, using up his 1-invasion- 
per-turn capacity). 

Finally, a note on Tactics: specialized (airborne 
and Ranger) units can be vital once Red and Blue 
have come to grips. To those that haven't become 
aware of this yet, please note that even 1 factor 
of paratroops is enough to destroy an enemy pile 
if the paratroops are dropped in the enemy's 
route of retreat. If the specialized forces are 
dribbled away in this manner, to surround enemy 
piles, the enemy will run out of infantry before 
you run out of specialized troops - unless you 
do something foolish like drop whole divisions of 
your men into enemy territory. One of my 
opponents pulled a sort of "Operation Market- 
Garden" and saw his entire airborne contingent 
vanish before his very eyes. It's better just to 
SAC or AV any screening units and then drop 
one or two factors where it'll do the most good. 
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by Kurt Nordquest 



Many PANZERBLITZ players rush on past 
Situation One after only one try, dismissing it as 
an Introductory Scenario with no real challenge. 
Kurt Nordquest thinks differently and has made a 
study of how to best defense the German lines of 
communications against the ravages of the 371st 
Cavalry Regiment. 

In fact, Kurt has done such a good job that 
he's tumbled onto the reason why we had to 
change this situation when the revised scenario 
cards were issued in September, 1971. Those of 
you who have both sets will recall that the 
German was not forced to commit two of his 
forts to the hilltop hexes 129 and 132 and CP 
units counted as only 3 units for victory 
purposes, rather than the current five. Keeping 
these changes in mind, examine Mr. Nordquest 's 
"Imploded Defense" and see for yourself why the 
scenario had to be changed. 

Imploded Defense 

German Defensive Position: Panzerblitz Situation 
No. I. 580th Signal Regiment, 286th Security 
Division, 10th Flak Regiment. 

When one first plays Panzerblitz, their first 
situation choice is probably No. 1 due to the 
small number of units involved. Quite logically 
they opt for a situation that will allow them to 
break into the game smoothly by avoiding the 
problems involved in handling the larger forces. 
After fighting this situation once they quickly 
move on to the more complex and glamorous 
situations. I feel that this is a grave error and 
situation No. 1 deserves another look. There are 
many valuable lessons to be learned on both sides 
but especially for the German as he masters the 
imploded defense. 

The novice German player is immediately 
impressed by the prospects of using his 88mm 
anti-tank guns to destroy the Russian before he 
can even get close. So his set up is designed to 
make maximum use of their superb range. The 
fault with this strategy is that he cannot defend 
all the approaches to his position adequately, so 
the answer to his problem is not to look outward 
but inward. The imploded defense does just this. 
Just like an implosion its force is expended 
inward and that is it's focus. 

Since victory conditions don't require any 
Russian units being destroyed the goal of the 
German defense is to keep from being eliminated. 
This is achieved in this case by interlocking fields 
of fire on the plateau of Hill 132. The Russian 
has almost complete freedom of movement on 
any of the other boards. The only exceptions are 
a few hilltop hexes of no value in this situation. 
The plateau itself is well suited to defense, and 
setting up the interlocking fields of fire without 
regard for the approaches allows the German to 
make the most of the few units he has. 

Because all German units are either in the 
woods or town hexes the Russian player is forced 
to come up on the plateau, fust to spot and then 
destroy. The Russian cavalry is excellent for this 
purpose since they are capable of dispersing a 
fort quite easily. Once this is accomplished the 
tanks can move up on the plateau for the kill. It 
is the task of the German infantry to keep a 
close watch on the Russian cavalry and attack 



when the opportunity presents itself. 

The key to the defense of the German position 
is the fort in the woods and that is why the 
infantry support is located there. (Keep in mind 
that they must be ready to shift to the south to 
assist in repulsing an attack on the east side of 
the town which can be launched from the south 
east). If the woods fort and their infantry 
support are destroyed the Russians can easily 
hide their tanks at the edge of the woods and 
safely destroy the town forts. 

Since this fort is the key and because the 
rewards of a Russian victory in the woods are 
greater than elsewhere the attack will most likely 
come there. This is where the German infantry 
stacks come in. They must prevent the Russian 
infantry/cavalry from clearing the woods, or at 
least, inflict such losses that spotting and dis- 
persal of forts will be impossible. 

As German player your ace card is the engineer 
reinforced infantry stacks. Their close assault is 
deadly due to both increased odds and die 
subtraction. Almost as important is their 21 
defense factor which makes them a tough nut to 
crack; a rare occurrence with German infantry. 
Another big plus is the terrain which prevents 
him from attacking units separately while at the 
same time leaves him with that lingering doubt 
that comes because no matter how high the odds 
are against you there is always the chance that 
you will escape unharmed if he rolls a six. The 



psychological effect of such an occurrence can be 
devastating to his morale. 

The Russians can attack this position from any 
one of three directions (North, Southeast, oj; 
Southwest) with the target being any one of the 
three forts, or they may try to go after all the 
units not in forts. This will give them a marginal 
victory if successful but such an attack requires 
two assaults, one in the woods and one in the 
town. A dual attack such as this is tricky and the 
time is very short. It can work if the luck of the 
game goes in his favor and he is a skilled player. 

Rather than try to prepare for all assaults keep 
in mind that the only mobility the German has is 
the infantry stacks, don't overextend or commit 
them too soon or they may not be able to reach 
critical areas in time. This defense isn't foolproof 
but most of the time the Russian will be checked 
and forced, as time runs out on him, into a 
desperate attack with all the forces he can 
muster, rushing the plateau. It is in just such an 
attack as this that he will feel the full force of 
the imploded defense. 

GERMAN DEPLOYMENT 
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ERIES REPLAY 
BULGE 

PARTICIPANTS: Randall Reed, Donald Lowry 
JUDGE: Dave Roberts 




This SERIES REPLA Y is probably the best 
played game of the series to date. Without a 
doubt, the players and judge are of the highest 
caliber. Ho wever, perhaps for that very reason it 
may prove hard to follow. To aid you in 
organizing the exhaustive commentary which 

follows, the comments of the three parties have 
been set in 3 separate type faces; that of the 
neutral judge being italic. His format in this 
commentary was to make each move, read each 

player's comments, and then make his own. 
Since the game was unfinished when delivered 
to him with the Germans claiming victory and 
the Americans not admitting defeat, the judge 
was asked to declare a winner which he did 
without too much trouble. 

Both the American and German player have a 
habit of analyzing the other's move prior to 
making comments on their own move. They 
also are analyzing the situation before and after 
the attacks are resolved. This, combined with 
their widely varying writing styles makes follow- 
ing along somewhat of a chore. We have 
reduced the type face in some areas to make 
these breaks more recognizable. 

It should also be pointed out that no 
American turns are shown — only the Germans' 
since it is they who control the initiative. Where 
American attacks may confuse the issue they are 
notated in the underlying captions. 

GERMAN 16 AM 

1. My weakest attack is the I- 1 against 28/ 1 10. It should 
be 2-1 or 3-1 to block road going north. Only — no more 
troops! Only advantage of l-l is small percentage of big 
AMIS retreat and good ENGAGE percentage. Disadvan- 
tage is the 30% (PBM) chance of A BACK. 

2. 1 could move I ss/ 4 south to support attack on 28/ 1 10 
at 2-1, but this would allow 14/CAV to make a counter- 
attack which could block an attack on St. Vith by the 
northern German forces. Otherwise, there is a decent 
probability for a clear road to St. Vith. 

3. With the attacks constructed as they are, there is no 
place for the 276/ D1V to attack. 1 feel guilty about 
wasting the troops; very inefficient. Could really use it in 
the center, but 28/ 109 blocks the road. 

4. Attacks on 99/393 & 395 may look bad at first sight 
(ie 3-1 could make it retreatable to the Monschau- 
Malmedy road and thus deployable in the center) but it 
gives a better percentage than lower odds attacks. That is, 
only a Dback I and Dback 2 are bad results. At 2-1 the 
chances of these are 50%, at 3-1 they are 30%. Also, 2-1 
has the A back 1 possibility. The Road between Elsen- 
born and St. Vith must be blocked at all costs. 

5. Basically, my attack plan provides for a 70% chance 
of bottling up everything in the north during the firsi turn. 
It all hinges on that one attack... 



The opening turn shows the German utilizing all 10 of their 
allotted attacks and to good advantage. Four U.S. units are 
immediately eliminated and a fitth. the 1 06/423. is forced to attack 
at 1-6 surrounded thus assuring another American casualty. 



GERMAN 16AM ATTACKS 



ATTACKING 
UNITS 


DEFENDING 
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□ E 
AAI 
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Uhr'2. 3/14.15 
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28/109 


6-1 


DBA 
AA4 
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LL27.u.29,.MM27. 
MM30.NN30 



12 Div 


28/110 


1-1 


AB1 
DAI 


A8 lo PP24 


Lahr/lj 5 Div 
116, 310. 312 


9/CCr 


3-1 


DE 
AA1 


5DiV advances 


2/17, 116/4QG 
150 Pi 


4/8 


3-1 


DBS 

AA1 


DB lo W32 



AFTERMATH 

1 . Two very bad things happened, all hingi ng, on thai attack against the 
99/393 & 395: the D hack 2 allows those units to deploy southward. 
Also, my worst fears about the 1-1 against 28/110 were realized with an 
A back resuil If that attack had succeeded, the entire 26/ Div would be 
in the bag. 

2. As I see it, he has poor deployment possibilities for 28/ Div and 
4/ Div. With the Wiliz-Clervaux road cut, 9/ ARM wilL have trouble 
deploying in from of Clervaux. But with 2 regiments of the 99/ DIV 
available, there will be no massive breakthrough. 

AMERICAN INITIAL COMMENTS: 

I find the German attack to be very effective and 
well thought out. The assault on the 2nd and 99th 
Divisions is extremely efficient. However, it leaves 
insufficient power for use against the 14th Cavand 
the 106th Div. The flaw here is that attack #5, the 1-1 
on the 106/423, has a 30% chance of ending in A 
Back, which would allow the defender to advance to 
UU1 1 . If (his happens, I can, on my move, bring the 
14th Cav out toSS1 1 and join with the 106/423 in a 
1-4 attack on the 1SS/4and 560/916 with an 80% 
chance of an A Back or engaged, which would free the 
14th Cavalry to join in the defense of St. Vith. The 
1 4th Cav, the most mobile unit in the game, would be 
a very valuable unit to save. Further, the attack 
against the 106/422 at only 3-1 allowsa20% chance 
of "Engaged," stalling 6 of his regiments for at least 
one turn. 

Another weakness in this setup is that the only unit 
in a position to outflank St. Vith from the south next 
turn is Lehr/1PzGr and he can be blocked by a reg't 
from Clervaux, unless these are cut off from the 
Clervaux-Bastogne road by the results of attack #7, 
The 3/15 at PP19 doesn't have enough movement 
factors to do the job. 

I assume the 8th attack is for the 30% chance of 
tying up the defender with an engaged. The supplies 
would have been better used in a 1-1 on 4/12 & 16. 
Then an engaged would tie up two units instead of 
one, and in a much more exposed position. Neither do 
I see the logic behind the 3-1 for attack #10. 1-1 
against 2 or all 3 regiments of the 4th Div. would 
make more sense. The German has wisely used all 10 
attacks allowed him. Since each turn affects the 
options available in subsequent turns, the first turn 
can open or close more options than any other in the 
game. 

The major advantage to his move is the good 
chance of killing quite a few Americans — an average 
of 4.34 units with 17.36 factors. His losses should 
average out to 1 .4 units with 6.4 factors. However, 
due to his letting 2 regiments of the 4th Div. gofree, a 
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The German 1 6PM move adds the 99/393 to the bag while securing an "Engaged" at 1 -1 vs. 
9/CCB and making substantial advances elsewhere. The American in his turn will counter with a 1 - 1 
on the 1 2/23 with his 9/CCA and 28/1 09 made possible bv the German advance after combat in his 



own turn. The American withdraws his armor from the engagementand pulls back to FF30 while 
managing an Engaged" in his attack on the 1 2/23 



fair chance of the 14th Cav getting loose, and the poor 
position for flanking St. Vith, I'd prefer a different 
setup. However, I do envy his attacks on the 2nd and 
99th Divs. It remains to be seen if he can successfully 
transfer all that power from the north to a more 
important area in the next few turns without letting 
the 2nd and 99th loose. 

Though I had to give more ground than I liked, 
especially in the Clervaux area, all roads are blocked, 
and only the 99/393 can be surrounded. I placed itat 
SS1 3 instead of St. Vith to block the road as far east as 
possible. This is where having only 3 movement 
factors at PP19 and no one at QQ17 hurts the 
German; no one can get to St. Vith from the south! 

I6AM German — Agreeing with Don that Randy's attack 
was "very effective and well thought-out," I'd still like to 
throw in my 2tt worth. The German is presented with the 
prospect of immediate massive breakthrough. Every 
attack should he designed to maximize that prospect. The 
key attacks are those on 28/109 and 99/393-395; 
breakthrough requires success in both of these. Both 
players are clearly fully aware of this. The German has the 
optimum attack on 28/109, hut 1 was surprised that 
neither noticed that 4-1 is the best attack against 99/393- 
395 using their interpretation of the retreat rules. 5-1 is 
possible, but Engaged at 4-1 is better than Contact at 5-1 
because on Contact, 99/393-395 will simply move toQQ9 
or QQ10, but on Engaged at 4-1 99/393-395 must stay in 
place in the undoubted square and risk being surrounded, 
or counter-attack out and risk elimination or retreat 
toward Monshau. 5-1 also risks the Exchange of a major 
armor piece and cuts down on the possible strength in 
TT1 1 to block in 14/ Cav. 4-1 is an improvement over 3-1 
by one fewer undesirable D back 2, and no Contact, and 
with the results actually given would have won for the 
Germans on the first turn. 

1 also question the use of 8-1 against 2/38. 6-1 is 
sufficient to guarantee the objective against 2nd Division, 
and the use of lower odds here (economy offorce) permits 
the 4-1 against 99/393-395 without cutting strength from 
TT1 1, blocking 14/ Cav. By the way, the Germans also 
look a need/ess risk with 18/36 in TT9 With Engaged or 
Contact against 99/393-395, they could have counter- 
attacked Randy's pieces on SS9, permitting 14/ Cav to 
move to SS10 with a 1-2. Placing 18/36 on UU9 
guarantees its objective and prevents this needless risk. 

1 would have to agree with the American about the 
undesirability of the 1-1 against 28/ 110. In addition to his 
observation that Engaged would be more useful against 
4/ 12-16, a D back 2 would have freed this unit in spite of 
the German's maximum luck against 28/109. A single 
unit in 0023 would have achieved Randy's stated objective 
of preventing the 28th from moving north, without 
wasting an attack. 

Lastly, 106/422 should be attacked at 5-1, since 
Engaged here could be crippling. And the 276th should 
certainly have been used! 



I6AM American — Don's move ofthe4th Division shows 
the futility of the single 3- 1 against 4 / 8. Although Randy's 
advance here might seem to be a victory, actually it was 
simply a wasted attack. The 4th is free to move to any 
place it would have wanted to move even if the attack 
hadn V been made. The only good result would have been 
Engaged, but this would have been more likely at 1-1, and 
more economical. On the other hand, if an Engaged had 
been obtained against 4/12 and/ or 4/16, the advance 
with the 3-1 against 4/8 would have achieved something. 

The American places 4/12 in MM33, which is as far 
forward as he can place it without being subject to 
surrounding. I would have sacrificed 4/12 in QQ32. 
Where it is, it should be attacked at 8-1, and 70% of the 
lime it will be eliminated anyway, but the German will 
have gained needless ground. However if 4 / 1 2 survives, as 
Don seems to hope, the German will gain ground of even 
greater advantage and be halfway to Martelange, 

1 think Don seriously mishandled the 28th in moving 
them to MM24. They could, and should have moved to 
LL26, counter-attacking at 1-2 with a 70% chance to 
maintain a solid block on the vital Clervaux- Bastogne 
road. Don has let Randy advance half way to Bastogne 
without opposition! 9/CCA could have been pushed up 
one more square to 1128. With the 1-2 probably covering 
the Clervaux- Bastogne road anyway, 9/CCB could 
probably have been placed to good effect in JJ30. If the 
28th is Engaged in MM24 it would be a disaster. 

99/395 is correctly placed in 0010. rather than say 
001 1. In 0010 it can only be at lacked from one square, and 
effectively blocks the road. I would have moved the 2nd 
Division to PP6 rather than PP7. Followed by 006, LL9, 
etc. 

One has to say that it's hard for the Americans to do 
anything good when the Germans gel the critical advance 
adjacent to Clervaux. and that Don made a good move, 
but it could have been belter. 

GERMAN 16 PM 

1. Basically, I plan to attack the 28/ DI Vat l-l since the 
only chance to bag the division is to engage it so that it 
may be surrounded in the next turn. 

2. My thinking now is concentrating on pinning down 
and destroying as many units as possible. Best chances 
seem to be in the center and in the South. The north is 
going to be tough to crack because he can so easily 
reinforce it. 

GERMAN 16PM ATTACKS. 
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AFItRMATH 

Things went very well in the center. LLck was not with me, however, in 
the south or on the 3-1 attack against the 28/ DIV. 

AMERICAN 16PM COMMENTS; 

There are no real surprises in the German move. 
The attack on the 28th Div is probably in hopes of an 
"Engaged" to keep these units from scattering in his 
path. Again he used all of his attacks and wisely so. 

After checking the results of his attacks I see he has 
again lucked out with an "A Adv 4." Note that his 
advance was calculated to surround the 4/8. The 
"Contact" against the 28th Div prevents a Reg't of it 
from proceeding to NN20 this turn to replace the 
1 06/424 which is needed elsewhere. Notice howthe 
position of my 9/CCB blocked a long advance when 
9/CCA had to retreat. 

I am still hard pressed because of his long advance 
after combat last turn and have had to give ground 
faster than I'd like. However, the situation is still not 
out of hand and substantial reinforcements from both 
north and south next turn should stabilize things 
somewhat. 

The 1-1 attack I am making is, of course, with the 
object of occupying the hexes from which I'm at- 
tacking in order to block a German advance across 
country toward Houffalize. This has a 70% chance. I 
moved 7/CCR to LaRoche in case it is needed south of 
Bastogne next time and the Houffalize road becomes 
blocked. 

16PM German — As Don says, no real surprises in 
Randy's move, just sound tactics. Randy's move of his 
62nd to QQ5 demonstrates the weakness of Don's move 
to PP7 rather than PP6 with the 2nd. The 106/424 getting 
off scot-free demonstrates the flaw of Randy's placement 
on the Our River of Lehr/ 1 and especially 3/ 15. With the 
1-1 against 9/CCB Randy hopes to open up a possible big 
advance in the attack against 9/CCa. This is a well 
engineered attack that could have been devastating, 
advancing adjacent to both Bastogne and Houffalize! 
Randy gets the rout against 9/CCA, but alas, the attack 
against 9/CCB bogs down, and the day is saved for the 
American. 

The attack on 4/ 12 should have beenat 8-1. Apparent- 
ly Randy made this attack in the mistaken impression that 
he would be able to cut off 4/8 with the advance. 
Evidently the attack on 4/ 16 was designed to assist in 
cutting off 4/8, and Randy chose 2-1 odds to avoid 
Exchange. Aside from the fact that there was no chance to 
cut off 4/8, this attack should have been 3-1. With the 
American hurting so badly for units, the Exchange would 
be far better for the German a! this point. The extra force 
could be obtained by reducing the attack on 9/ CCBto 1- 
2, and utilizing Lehr/ 1 P.G.. and 12/23. which are 
wasted. In fact 12/23, as placed, only makes the German 
position weaker. With 9/CCB Engaged, an attack and 
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advance against 12/23 would stall the German attack 
here. If 12/23 had been in KK26. and two S-4s had been 
left in 1/28, the German position would have been much 
stronger. 

Despite these minor criticisms, Randy has once again 
made a very strong move, with potential for devastating 
results. He has hit hardest against the weakest point in 
Don's line, 9/ CCA. Don has some hard scrambling to 
deny Randy further opportunities like this or he 's going to 
gel punched out! 

16PM American—/ was most surpirsed to see Don pull 
9JCCB out of the Engaged. I would have left 9/CCB 
there, put 4/ 12 in FF30, and 4/ 16 in HH33. But the attack 
on 12/23 was brilliant. One could have juggled forces to 
make this 2-1 with therest ofihe28th, but this would have 
put a big force in a precarious position for a small increase 
in likelihood of success. The way he did it was jus! right, 
taking maximum advantage of the sloppy placement of 
12/23. If only 9/CCB had stayed in HH30! This would 
have probably prevented any attack on FF30, have cost 
the Americans nothing in any eventuality, and as it turned 
out would have seriously stalled the German advance. 
7/CCR should have moved to DD24 and built a fort there 
unless urgently needed elsewhere. 

Otherwise a fine move. Note that 99/395 once again 
sidesteps any serious German attack and secures its 
position. First class play. 

GERMAN 17 AM 

1. The bottle-neck created by the attack of the 28,' 109 
and 9/CCA doesn't bother my central attack much. Yet it 
was a brilliantly conceived move — low risk with a good 
chance of upsetting the German player psychologically. 

2. At this point a belter picture of the game is beginning 
to form: I've made good territorial gains without hurting 
him enough materially. With his big reinforcements due 
to hit the board soon, 1 MUST cause more American 
attrition. Also, 1 must attempt to exploit the center so as 
to put him on exterior defensive lines. 

3. The situation in the north does not bother me too 
much. It will fall by default if all goes well in the center. 
The troops committed in the north can easily shift south 
in that event. 

4. In the south, 1 can do damage— real damage, with a 
D-4; A+4 against the 4/8. A big retreat means I can put 
the junction south of Martelange in my ZOCand delay 
the appearance of the 10/ ARM for a turn. Also, the 4/ 16 
would be cut off. 

5. I'm forcing him, by dint of my infiltration, to beef-up 
the Vielsalm sector. Hopefully, the northern action will 
provide something of a drain on his reinforcements. 

6. Unless he counter-attacks very well, 1 will be able to 
surround the bulk of the 28/ DIV in the next two turns. 



GERMAN 1 7AM ATTACKS: 










Lehr/I.SSS/IG, 
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DB 10 MM14 
A advances 


352 703. 1 7. SDiv 


4 a 


5-1 


CON 




Lahr/1. 2/8, 150Pi 
2/17.116 406.3/13 


9/CCB 
106/424. 


2-1 


DB1 
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AFTERMATH: 

DISASTER! With any luck al ALL I should have [rapped al least one of 
hiscounler-attacking units (9, CCA), but the CO NT ACT saved him. No 
breakthrough in the south cither with the contact result. Al this point I 
feel the situation will deteriorate rapidly For me unless ] can slash 
through to La Roche very hard in the next few turns. 

AMERICAN 17AM COMMENTS: 

Again analyzing his move prior to checking the 
results of combat, I think he is devoting too little 
power to the Diekirch-Martelange route. This is 
possibly due to the big advance on the Clervaux- 
Bastogne road, which he is exploiting to the hilt. His 
2-1 on the units just outside Bastogne has a 50% 
chance of driving these away, since a "Contact" 
should be sufficient if an "A Back" cannot be had. 
Notice that the 2-1 on my 9/CCA is calculated to 
surround the 28/109 — a 30% chance. Two things 
stand out this turn. He's finding it harder to get good 
odds (three 2-1 's, one 5-1, one 6-1, and an unused 
supply), and he seems to definitelyprefer to attack at 
little risk to his own units, rather than go for the long 
advance. This German doesn't like to gamble. 

After seeing the results of his move I believe he got 
better than average luck this time — especially in the 
elimination of the 28/109. However, the contact 
against my 4/8 (which would normally mean its 
elimination) leaves me a chance to attack his 2/7 at 
3-1 surrounded with a 70% chance of eliminating a 6- 
4. With a 20% chance of an Exchange that leaves a 
50% chance of wiping it out at no cost, I'm willing to 
risk it because not to would be to abandon the 4/8 to 
sure elimination. 

Since the German doesn't seem to want to use the 
clear terrain south and east of Martelange for mobile 
armored warfare, I believe IwiJIdo so myself. At least 
it should succeed in drawing some of his armor away 
from Bastogne. At best it might cave in his entire 
southern flank! 

In the 1 -1 counterattack before Bastogne I have a 
70% chance of holding the present position and 
keeping him out of Bastogne for one more turn, 
including a 20% chance of regaining the important 
rough terrain hex, FF30. Weighing all this against the 
30% chance that "A Back" will leave me in a very poor 
defensive position, it is another risk I can't afford not 
to take. 

The 1-2 against the 9SS/18 is forced because no 
escape route is open for these two regiments of the 
28th Div. I'd really like to get an "A Back 2. "for, while 
this still leaves my units where they can be surround- 
ed, it would stiffen the defense around Houffalize, 
and the soak-off s would add complications. However, 
anything but "A Back 3" continues to block the 
German advance along the St. Vith-Houffalize road. 
"A Back 3" would put the 28th into Houffalize but 
would a How that town to be surrounded. Again, a risk 



(10%) that must be taken. As a bonus should I get "D 
Back" (20% chance) he is eliminated, since armor can 
not enter woods! 

While my 14th Cav could move out and make an 
attack on either "surrounding" German unit, I believe 
I'll hold off on that for awhile. Having that 4-6 loose in 
the German rear will be far more effective after the 
panzers move farther west, and become dependent 
on the roads for supply. Meanwhile, two German 
units are being kept out of the fighting — a 2 for 1 
exchange. 

17AM German — Randy throws everything into the fight 
for the critical FF30. taking full advantage of Don's 
mistake in withdrawing 9/CCB which permitted this. 
This leaves Randy nothing left to attack 9/CCA from 
HH28, and thus this American unit will escape. However 
the difference between the advance into FF3Q, and the 
Contact that would have resulted here at 1-1 odds is 
probably worth the escape of 9/CCA. 

Randy makes a good move against 28/ 110-1 12; 
instead of attacking them and wasting an attack pushing 
them where they want to go, he bypasses them and puts 
them in a precarious position. The essence of infiltration 
tactics/ 

The rest of Randy's move 1 do not understand. Even 
though he has suffered no losses, and has wasted strength 
available all over the board, he refuses to make a 3-1 
against a doubled American unit, and uses "overkill" on 
28/109. The best way to destroy 28/109 was to advance 
into 1127 with a 3-1 against 9/CCA. 1 also would have 
used 3-1 against 7/ CCA. Exchange is the only way to put 
this unit out of action, and it will hurt the American more 
than the German in this situation. The German should use 
3-ls to kill American units and push forward as rapidly as 
possible until he no longer has the strength. Then he 
should use 2-1 s if he has to. 

17AM American— Havingset up Don's move, but before 
reading the commentary or checking the combat results. 
I can tell you there are raised eyebrows at his 1-1 to 
recapture FF30. If he wants to counter-attack, he should 
bring in the rest of 10th Armor, and hit the German on the 
flank where he has a chance to do some damage by 
surrounding German units. Oral least cut the odds to 1-2, 
which has the same chance to retake FF30, but leaves 
some strength to screen EE29 in case of a reverse. 

No doubt about it, a very poor performance by the 
American this turn. There was no reason to pull 99/395 
back again, and 1/16 could have done just as well in 
LL13. 7/ CCA has literally made the worst possible move 
on the board. This unit could move anywhere else and be 
better off. Cutting down on the attack on FF30 and 
dispensing with the misdirected attackon2 / 7, wouldhave 
enabled heavy forces to be placed in Bastogne, Houf- 
falize, and FF25. This done, the units of the 28th might 
have moved to 1125. and with luck eventually return to the 
American lines. With the move given there is simply no 
chance whatever that these units will survive. Admittedly 
with the attack given ihey have a 20% chance to take a 
German unit with them, but in 1125 they have a 20% 
chance to go down in a doubled Exchange, unless the 




The German 17AM move destroys directly only the 28/109 but 
manages to "Contact " against the 4/8. This sets the scene for a 
vain American attempt to free the 4/8 and destroy the German 2/7 
in a 3-1 surrounded attack which draws an "Engaged" thus 



dooming the 4/8 at 1 -4 surrounded, and getting the 1 0th Armored 
Division in hot water for its efforts. On the bright side, the American 
is able to secure an "Engaged" against the German 2/8 and 3/1 3 
at 1-1 with his 9/CCB & CCR, and 106/424, enabling him to 



defend in front of Bastogne itself 28/110 & 112 attacked the 
9SS/18 hoping for a "Back 2" which they got but it will not prove 
enough to save these outflanked units. 
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The German 17PM turn succeeds in destroying the 28/1 10 & 
112 in a 6-1 surrounded attack. But a "Contact" and "Engaged" 
against the American defenders in the soulh sets the stage for 
some crucial U.S. counterattacks. 7/CC8 & COR and 10/CCB 
manage only an "Engaged" against 352/703 at 4-1 surrounded 



thus dooming the 4/16 which must attack at 1-5 from its 
surrounded position. 10/CCA which must attack at 1 -3 surround- 
ed is temporarily saved from a similar fate by a "Contact" 
Elsewhere, the 4/1 2 engages 352/704 at 1-1 and the 99/395 is 
retreated to 1115 alter losing a 1-1 attack on the 560/915: the 



German occupying LL14."~But the real crusher comes when the 
1/16 attacks 9SS/18. 326/662 at 1-3 and is forced to retreat to 
EE27 with the defenders taking the vacated square and opening a 
hole in the American lines. 



German uses a 2-1 against them, in which case they would 
have a 20% to breakout if their flanks had been protected, 
7 1 CCR should have built thefon in DD24NOWH There 
may well not be another chance. With this move the 
Americans have gotten themselves in deep trouble. 

GERMAN 17 PM 

Comments on American 17 AM: Very exciting turn. I 
made a big mistake in having the 326/562 with the 
277/ DIV because a D back 1 result against the 9ss/18 
would have resulted in its elimination. All in all, his 
expected counter-attack went badly: He lost ALL 
attacks— the ENGAGED against the 2/ 8 & 5/ 1 3 will cost 
him the 106/424 at 1-7 odds because he will be hard- 
pressed to renew it at safe odds. I think this was his 
weakest turn; the commitment of the 10/ ARM against 
the 2/7 was ill-concieved. He could very well lose the 
entire 10/ ARM because of it! The placement of 7/CCA 
must have been a gross oversight. There is no reason to 
sacrifice THAT unit. The attack by 28/ 1 10& 1 12, while it 
could have succeeded (20% chance), also could have cost 
him the 9/ CCA, given a D back 3 result. 

1. Hopefully, with these 17 PM attacks 1 can begin to 
drastically curtail his maneuverability. Besides those 
attacks against the surrounded units, all other attacks 
have the purpose of cutting roads (thus isolating the 
center of his line) supported by a quick thrust through the 
south. 

2. TRICK MOVE: By switching Iss/Piepertothesouth 
(for the extra movement factor needed in the southern 
thrust) a turn is cut off the time needed to develop that 
move. Also, reinforcing the engaged in center forces a 1-7 
attack by the 106/424, thus saving a German attack. 

GERMAN 17PM ATTACKS: 



5Djv,352/703.ISS/F 


4/16 
10/CCA 


3-1 


CON 




3/15, 326^561 
18/36, 340 Div 


7/CCA 


3-1 


ENG 




277Dlv,1SS/2 


1/13 


5-1 


DD2 
AA1 


00 lo Ff 22 
2770 iv lo HH20 


2/8,17, 116/4G* 


9/CCB 

7 /CCR 


\-\ 


ENG 




7 3D. v. 326/562. 


2B/11Q 


6-1 


DB2 


DEI.m 


Let«/2; 9SS/19 
1SS/4 

AFTERMATH 


9/CCA 


2-1 


ENG 





Disappointed with the results, i am not destroying American units fast 
enough. Each small delay is a small victory for the other side. 

AMERICAN 17PM COMMENTS: 

The results of my la st attacks were less than hoped 
for to be sure! At least the 1-1. before Bastogne did n't 
result in a retreat, which is something to be thankful 
for. My gamble in the south backfired and the German 
has turned it to his advantage. If he has reasonably 
good luck I could be crippled this turn. 



Ah — his luck was no better than mine. Getting 
down to my own turn now, the counterattack on his 
352/703 is, of course, primarily to open an escape 
route for my surrounded units. It has the added bonus 
of a 60% chance of eliminating his 4-3 at no cost to 
me. The attack by my 4/1 2 is designed to put that unit 
where he can't be surrounded, while, if it doesn't 
have to retreat, keeping its zone of control on the 
Bastogne-Diekirch road. This will prevent him from 
sending units now south of my 4/1 2 to the Bastogne 
front in one turn, or vice versa. 

The 1 06/424 is placed so as to block the Bastogne- 
Houffalize road and thus limit any attackon Bastogne 
to two hexes. This will keep him from getting odds of 
better than 2-1 there given the number of units that 
can reach it. I'm hoping I can hold Bastogne long 
enough to bring up the airborne divisions. Note that 
the two glider regiments were sent up towards 
Rochefort. These will form the nucleus of defense in 
the Marche-Hotton La Roche area. 

The attack by my 1/18 is with the 40% hope of 
getting an "Engaged" or "Contact" which would 
allow that unit to be doubled behind the river and 
insure the same bonus for 1/26. The worst that can 
happen is a retreat, and the position of 1/26 insures 
that only the 9SS/18 and 326/562 can cross the 
river this turn anyway. Note that the 7/CCA is 
engaging 5 German infantry regiments and blocking 
the St. Vith-LaRoche road. This insures that only the 
6-4's and the 277th VG Div can attack my 9/CCA. 3-1 
arethusthe best odds he can get there, which insures 
against any long advance — and the only way the 
9/CCA can be eliminated is an "Exchange" which 
would take at least 8 German factors. If he sends one 
reg't of the 277th to join the attack on 7/CCA he can 
still get 3-1 on 9/CCA but then an exchange would 
cost him 10 factors! 

Finally, the attack by my 99/395 is the only 
effective position that unit can take up that can't be 
surrounded next time. And even if it must now retreat 
that will still put him out of danger — for at a road 
intersection the retreating unit has the choice of 
roads and I'll take the one to Stavelot. 

GERMAN PREVIEW OF 
AMERICAN 17 PM: 

I, 1 cannot understand why he persists in committing 
the 1 0/ A R M and other units in the south like that. When 

I failed to cut off the 10/ARM in its turn of entry, 1 
assumed he would have shoved it up to the center, but he 
wants to stand and scrap it out with me! That's fine with 
me. I'd much rather fight the 10/ARM now, in the open, 
then in the Bastogne hills, I do not think his counterat- 
tacks in the south are nearly so effective as they would be 
if my units were pinned up against the 'Martelange River', 
for example. My casualty situation is great — I'm virtually 
unscathed, so I can easily afford to take casualties in the 
south in the next few turns. Nailing the 352/703 is not 
going to upset my plans. 



2. He's doing some pretty hairy things in his attacks. 
The 1-3 involving the 1/18 vs. 9ss/ 18 & 326/562 could 
open a BIG hole (30% chance). The 1-1 involving 99/ 395 
vs 560/915 allows me to grab Spa (via a D+l onto the 
road /rough terrain hex) if he gets an A back 2 result. 

AFTERMATH 

Success. Especially in the three areas discussed above. Hopefully. I can 
do a little; crunching of my own now. 



Roberts' Commentary 

17PM German — Another strong move of Randy's. He 
shows good strategic insight in wheeling his 
panzergrenadiers past Vielsalm and hilling If 18. He 
should have added 3261 562 to this attack to make it the 
optimum 6-1 odds to try to gain maximum ground or a D 
Elim, but in the event, he would have only gained one 
square anyway. 

Apparently Randy had misplaced 106/424 in EE30, 
which explains the confused tactics there. Instead of 
adding the 12th Division to the Engaged in FF30 and 
attacking EE31, I would have added my two heaviest 
units to the Engagement, attacked 9/CCA at 3-1, and the 
remnant of the 28th at the best available odds. Randy still 
has extra strength wasted in the rear while hesitating to 
risk Exchange at 3-1. The final demise of the 28th is the 
almost inevitable result of the way Don has mishandled 
this division, starling with the error of placing it in MM 24 
rather than trying to block the Clervaux- Bastogne road 
from LL26. Most of Don's troubles in the center stem 
directly from that mistake. 

Don comments, "Randy's luck wasn't much better 
than mine. " In fact Randy got the worst possible result in 
every battle except the 6-ls against the 2Slh. This could 
have been Exchange! Nevertheless the German retains 
excellent prospects. 

17PM American — Don is working himself in deeper with 
attacks that Randy aptly describes as "hairy." I must 
admit that the concept of the 1-3 by 1/18 was ingenius, 
"making do with nothing," but there is no need to put 
himself in the position where he must do this by 
continuing to pour units into the "bottomless pit" south 
of Martelange. I can't imagine what he was thinking in the 
Spa sector. One unit of the 2nd could have screened 
Randy's 62nd, and another been used to beef-up the 
Matmedy- Stavelot line. Luck seems to be against 
everybody in this game. First Randy, and then Don gets 
the worst possible luck! 

GERMAN 18 AM 

I, This is the attrition turn. 1 feel that lam very close to 
splitting his seams. I can possibly destroy six units this 
turn (33 factors). More importantly, 1 can starve him of 
units to defend the center sector. Once he is split, I can 
push a light screen towards the Meuse River, set up a 
defensive screen on his weakest flank, and attempt to 
rapidly eliminate his units on his strongest flank. 
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The axe begins to fall with the German 18AM turn. Four units; 
1 0/CCA. 7/CCA. 1 /18. and 99/395 are eliminated outright while 
two "Engages" and a large advance north of Bastogne further 
complicate the situation. The American is getting desperate and 
replies in his turn with 7 low odds attacks. The first, a 1-1 
surrounded with the 101st Airborne and 10/CCB and 7/CCB 



against the German 167th Div. and 3/14, meets with success- 
causing the first German casualties of the game. The 4/ 12 which 
supported the attack with a 1 - 1 vs 352/704 is retreated to EE34. 

Elsewhere the American ts not as successful. His 2-1 surround- 
ed on the 9SS/18 meets with an "Engaged" as "do the 10/CCR, 



82/505 & 508 which attack 1 2/24 at 3-1 . 1 06/424 managesonly 
a "Contact" against 326/562 in Jts 1-1 attack while the 82/504 
which attacks 2/17 at 1-2 is retreated to CC33. The American 
prepares to build forts with his glider troops which are sent to V26 
and S29 — too far west to be seen in this view. 



2. The mistakes he made last turn are catching up to him 
very quickly. At the strong risk of losing the 9ss/ 18, I can 
bottle up those two divisions coming in from the north. 
But I must be able to take Manhay before those division? 
pass through it! Touch and go now. 

GERMAN 18AM ATTACKS- 



5/3; 116/310 312, 
2/7 1SS/P; 25S/6.6, 


10/ CCA 


e-u de 

ftft-1 


15S/P,2SS/5.6trj 
HH37 


Lsnr 1PG;1SS'2PG 


9/CCA 


2-1S Eng 




18 36.34GDiv,3/15 
12SS 24;FuhES; 
326/561 


7/CCA 


6-1 s DE 
AA2 


Advances in KK1S. 
JJ1? and JJ19 


26 51,1255 25,13 
2SS 3 


99 395 


6-ls DE 
AA1 


2SS'3„ 12SS,'13 
advance 


277/554:935/10 


l 15 


1-1 ENG 




9SS 19;Lehr 1.1 &0P* 
3 13, 79 Div 


1 IS 


6-5 DE 

AA1 


3 1 3 id EE27 



Lehr<2,lSS/4i12DIV h 
1 16/4K 



AFTERMATH 



106*424 S-l D33 106 424ioBB30 
' AA2 AdvloDD29,CC31 



Again DISASTER! How could so many surrounded attacks eliminate 
so few American units? [t looks as if I could be tied down on the 
offensive to 'mopping up' actions. I must punch through before 1 9 AM! 

AMERICAN 18AM COMMENTS: 

After seeing the results of my attacks I am feeling 
very frustrated. His 352/703 survives a 4-1 sur- 
rounded thanks to an "Engaged" — a mere 20% 
possibility. This leaves the escape route blocked for 
my surrounded troops and eliminates my 4?"l 6! 

To add insult to injury, the 1/1 8 retreats and Randy 
has used a technicality of the rules to retreat him to an 
unexpected position leaving a hole wide open in my 
center. The problem is that the "Explanation of 
Tournament Game Battle Results" defines "Back" 
thusly: "Sameasinthe BasicGamewiththefollowing 
important addition: whenever possible losing units 
must be retreated to and/or along the nearest road. 
Where there is more than one road equidistant, and at 
intersections, the loser has the choice of retreat 
route." This neglects to include giving the loser a 
choice of directions when retreated to a road other 
than at an intersection. So, instead of being able to 
retreat the 1/18 north along the road I have to watch 
it move south and leave a road wide open. 

His move is very effective, and it is clear I cannot 
hold Bastogne much longer. He has reached the edge 
of clear terrain which will aid his advance con- 
siderably. This is the point i n the game where I believe 
many American players go wrong. Any attempt to 
maintain a connected front between the Germans 
and the Meuse will be extremely difficult from now 
on. So don't try. 



He must move towards the Meuse in order to fulfill 
the victory conditions. If I pull back to the north and 
south, instead of west, I avoid confrontation with his 
larger units while maintaining a threat to his supply 
lines and stay closer to my reinforcements. Naturally, 
I cannot just let him move directly to the Meuse, so I 
will place delaying units in his path to slow him down 
while waiting for my reinforcements. The point is, if I 
stay between him and the Meuse he can chew up my 
smaller force while always advancing toward his 
objective. When I assume a flanking position he can 
do one or the other but not both. If he continues to 
move westward with most of his panzers he exposes 
his supply lines to counterattack. 

To increase this threat I need to confine him to as 
few supply lines as possible. Since all roads to the 
Meuse must pass through either Bastogne, DD24 or 
CC1 8 I will try to hold Bastogne andCCIS as long as 
possible. I'm getting ready to prepare fortresses at 
Marche and Hotton to delay his move up the middle 
through DD24. If I can confine him to this one, central 
supply line my chances of cutting it with a counterat- 
tack are greatly enhanced. 

German Preview of American 18 AM Move! 

He seems to be attempting desperation-type measures. Yet, on second 
look, what is so desperate about a 70% chance of stopping my 
breakthrough? (reference to the 106/424 vs. 326/562 attack] I can get 
hurl really bad here. 1 expected the 2-1 vs. my 9ss/ IK. My wish is that it 
can just hold on until relieved. I foresaw the possibility of the attack 
againsl the 167; DIV & 3; 14. but it is a chance that must be taken. I must 
always be aggressive in the face of his counter-attacks. As a side-light, 1 
have been waging a quiet, good-humored, propaganda'psychological 
warfare campaign against Don in the margins of the PBM sheets in 
which I swear to lake Bastogne by storm. This is a ploy. 1 have no 
intentions or attempting to lake Bastogne with a high-odds frontal 
assault. I am hoping he will be intimidated into defending Bastogne too 
heavily, lo be cut off by the quick southern thrust. ( One reason why 1 am 
not hollo-trot in the south— yet.} German losses nil. I'm in very good 
shape. 9ss/ 18 MUST hold the intersection at CC-18! 

AFTERMATH 

Pgad. what luck that man has! BOTH ofhis 1-1 attacks worked for him. 
Thirteen German factors down the drain with no German 

breakthrough, the only thing salvaged out of this turn was that 
gorgeous ENGAGED againsl the 9ss. 18. 1 must relieve it. but the 
106/424 blocks the way and 1 have engaged the 9/CCA in the Vielsalm 
gap. 

18AM German — This is a good wove except that it left lo 
chance, what it should have arranged lo accomplish with 
certainty. When Lady Luck didn't smile, Randy achieved 

far less than he should have. 

9SS/ 18 and 326/562 achieve a panzer leader's dream, 

finding themselves suddenly in the open, to their surprise 



as much as anyone's. Knowing that today's good fortune 
may he tomorrow's adversity, the wise player analyzes a 
"gift" situation with the same careful thoroughness that 
he uses on any other. Randy indicates that he considers 
Manhay to he of greatest importance here, but I can't see 
why. La Roche is just as important a road juncture, and 
has the great additional advantage of breaching the 
Ourthe. Besides, 326/562 can reach La Roche, leaving 
9SS/ IS to support the attack on 9/ CCA . If 277/ 554 and 
9SS/ 10 are also used against 9/CCA, its destruction is 
assured at 5-1. The only point in attacking 1/16 could be 
to block the retreat of 99/395. Surely it was more 
important to assure the destruction of 9/CCA, the only 
unit that can block deployment of massive German forces 
in this critical area. Even as given, 9SS/ 10 should have 
attacked 9/CCA instead of 1/ 16. 277/554 was adequate 
to block the retreat of 99/395, and the odds againsl 
9/CCA would then have been 3-1. and in fact it would 
have been destroyed, it would have risked an exchange of 
10 for 7, but that is of no significance here. Instead the 
most likely result obtains in the 2-1. Randy is hardly 
justified in calling his luck a "disaster. " it is only what you 
would expect. 

Randy also missed the opportunity to destroy 2/9, and 
2/23. Instead of the I-l against 1 j 16 he could have had a 
surrounded l-l from HH13 and JJ12 with 26/52, and 
560/915, 26/51 taking the place of 26/ 52 in J J 14. Overall, 
this was a good move, but it could and should have done 
more. 

18AM American — / was most interested in Don's com- 
ments this turn. They go a long way toward explaining 
some ofhis moves. "Snapping it out" with Randy south of 
Marlelange, and denuding the center were not done 
without thinking as I had thought, but quite intentionally. 
Don's explanation of the rules misunderstanding goes a 
long way toward explaining the ill-fated 1-3 by 1/18! In 
this light I have to change my assessment of Don's last few- 
moves. They were by no means as careless as I had 
thought, it's just that Don was thinking along quite 
different lines than 1 was. I am also intrigued by the 
interface between Don's comments and Randy's at this 
point. From Don, "... confine him to one central 
supply line ..." From Randy. "... attempt to isolate 
Bastogne and drive in a twin axis toward Hotton and La 
Roche." They both seem lo be playing into each other's 
hands! Where the advantage lies I can't say, but eagerly 
await the next move. 

Tactically, Don's move was superb, taking maximum 
advantage of every weakness in Randy's position. It 
would have been frosting on the cake if 82/503 had 
retreated one square into Bastogne! The way 106/424 
bottled up the center was especially nice. There always 
seems to be one point though. 1 / 16 should have counter- 
attacked out of the Engaged. Whereit isit will certainly be 
destroyed, whereas an A hack 2 or 3 would save it. 
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The German suffers his first exchanges in the 1 8PM turn but can 
afford ihe losses. The American— who loses 1/16, 9/CCA, and 
7/CCR to the German attacks can not. The American in his turn 
attacks 1 SS/4 with 9/CCB and 10/CCR at 1 -1 and must retreat to 



BB33 with I SS/4 advancing toZ33. 82/505 & 508 engage 1 2/24 
again; this time at 2-1 odds while 1/26 is eliminated while 
attacking Lehr at 1-4. The 30th Oivision is met with another 



"Engaged" resuJt to its repeated 2-1 surrounded attack on 
9SS/18. The U.S. glider troops complete their fortifications out of 
view at V26 and S29. 



GERMAN 18 PM 

1. NOW is the turn to attempt the breakthrough, the 
hard way, by advance after combat. It hinges on two 
attacks; against the 106/424 and against the 9/ CCA. One, 
preferably both, must be at least an A+3 in such a way as 
to allow me to move (at the bare minimum) next to, or 
into, Manhay. 

2. I have a chance to really threaten the nine or so 
regiments in the Bastogne area with a big advance in the 
attack against Martelange (especially if my L probe" 
against Bastogne works!). 1 find myself, however, a bit 
light on troops to push on through to La Roche (my 
immediate objective in the center). This is due to the 
terrain in the area and the required commiumeni of 
German units in the Vielsalm gap area and those 
attacking 106/424. If my attacks are successful, 1 will 
attempt to isolate the Bastogne area and drive on a twin 
axes towards Hotton and La Roche. 1 need some A+4's! 

GERMAN 18PMATTACKS: 



326/561. 277/653ftnrr 
12SS/Z5^dwtoFF23 



9/CCB la GB34 
A Adv lo D032 



12 13,2/3;340Div 
3.- lb-.\8,'3&-.27?.'5&4 
9SS- 10. 26/51 


1/18 


4. Is 


DE 
AA3 


12SS 24.Lehi IPC. 
1SS--2 3 2SS/25. 
326. 561. 277 553 


9 /CCA 


5 Is 


EXC 

AA1 


79Div.3> l3;FuhES 
326/562 


106/424 


7-1 


0B4 
AA4 


Lahr 1.2 


1 26 


2-1 




9SS/19;! 16/406 
2/17, 15QPz 


9/CCB 


2-1 


DB2 
AA1 



1SS/P;276D,v;2/J 7/CCfl 7-15 EXC 352/7015/9 dim 

It 6/310,31 2,5/9 «, A Adv m 0038 

352/703: 2SS/5.6 

AFTERMATH 

I've taken quite ; few casualties as a result of my attacks. The attrition 
level is about normal now. although I'm still not in trouble in that 
department. 1 was unable lo advance next lo Manhay but managed to 
cut the Manhay-Hotton road. No advance in the south, but 
Bastogne has fallen. The engaged againsl the 1/26 protects my lss/4 
from a surrounded attack. 

AMERICAN 18PM COMMENTS: 

Well, I certainly can't gripe about the results of my 
attacks this time! Though the "Engaged" against the 
9SS/18 is frustrating to say the least, all else went 
quite well, and the Germans start their casualty list 
with a whopping 13 factors! 

His move is again well thought out and effective. 
I'm very disappointed to see Bastogne fall to a 2-1. 
and the "Engaged" against the 1/26 is troublesome 
because it prevents that unit from falling back to a 
better position. At least his casualty list continues to 
grow. 

I had many difficult decisions to make this turn. 
Mostly because there are several things I wanted to 
do with the units in Marche and Hotton, while of 
course, they can perform only one task at a time. I was 
tempted to move one of them to Z23 to protect the unit 
in Manhayfrom being surrounded. Unfortunately this 
would not block the Manhay-Hotton road. It would 



also have been nice to have moved a unit to LaRoche 
to protect the rear of the 1 /26, And I would have liked 
to have moved one to Y32 to surround his 1 SS/4 
block the Bastogne-Marche road. However, I believe 
it is essential to build fortresses now at Hotten and 
Marche before these positions can be compromised. 
The attack on the 1SS/4 has two purposes; 
hopefully to block the Bastogne-Marche road, and to 
protect the rear of the stack engaged at BB32. The 
1/26 is attacking to try to extricate itself from the trap 
about to be sprung. Here's hoping I can dispose 
of the 9SS/18thistime, clear that intersection, and 
release those units for other purposes. 

18PM American — The American attacks are desperate 
measures, long-shot gambles to save a rapidly 
deteriorating situation. However 1 think Don's logic in 
making these moves was nearly flawless. Most of the 
possibilities hinge around the use of the 101 and 82nd 
Glider units. These include moving to Z22 to cover the 
flank of 106/424, moving to Y22 to surround I SS/4, and 
holding their present positions to try to establish a strong 
fort in Marche. Establishing a strong fort in Marche is 
the key. and this is the purpose of Don's move of 4/ 12 to 
X38. If the J-l on ISS/4 had held its ground (70% 
chance), and the 1-4 on Lehr 1 & 2 had survived, (80% 
chance), 4/ 12 would have been able to make it to Marche 
and create a strong delaying position. Jf9SS/ 18 could be 
knocked out, a fort could probably be built in CC18. The 
CC18 Marche forts, and the strong position in the 




Although the i)S player does not concede defeat the German 
19AM turn eliminates any remaining chances of an American 
victory Five more American units bite the dust while three others 



are held motionless by "Engages, "The German 79th Division has 
advanced westward out of view to X25 and W28 as has the 3/1 3 
which moves to X22. Only the American glider units in their forts 



and the 4/12 at X38 are between them and the Meuse 
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1776 is our long awaited spring release. A grand 
strategic game of the American Revolution. 7 776 has 
been on our drawing boards off and on for over 4 
years. We had originally contracted with one of our 
previous designers for this game but we felt his initial 
prototypes were sorely lacking so it was back to the 
drawing board with a different designer. But the wait 
was worthwhile judging from playtest comments. 

Randall Reed, designer of RICHIHOFEN'S WAR, 
has created a truly innovative grand strategic 
wargame which we feel correctly addresses the 
tender balance between naval superiority and land 
prominence in the winning of the American Revolu- 
tion. A unique blend of hex and area rules govern 
movement, combat, and the order of battle as British 
successes in the north are quite often offset by 
failures in the south, and vice-versa. 

Forget ali your past experiences with zones of 
control. There are none in this game Combat does not 
occur unless opposing units occupy the same hex, 
and sometimes not even then. The unique new 
"Sustained Combat System" designed to reduce the 
luck of the die roll can limit a battle to a mere skirmish 
or allow it to turn into the decisive battle of the war. 
It's all in how you play your cards. Each player is 
provided with 8 Tactical Maneuver cards for use 
when confrontations occur. The cards played are 
cross-indexed on a combat matrix which will in- 
fluence the die roll of the battle. And unlike 
KRIEGSPlEL's matrix system, this one works to 
perfection. 

The game includes an easy to play Basic Game as 
well as a Campaign Game for really involved simula- 
tion play. Also included are 4 mini-game scenarios 
which last about an hour each for those who like 
shorter games. The scenarios focus on the American 
invasion of Canada, Saratoga, Greene's Southern 
Campaign, and Yorktown. 

7 776 is available now for immediate shipment for 
$10.00 plus 51 .00 postage and handling charges. But 
try your local dealer first and save that postage money 
if you can. 




Bastogne hills that would have resulted from success 
against I SS/4 would have blocked all German supply 
routes to the Meuse! 

Randy says, "1 can't see why he holds so tightly to the 
Bastogne hills," !t is because Don is still playing to win. 
To move to the St. Hubert area is to give the Germans 
their supply route to the Meuse without ajight, and admit 
defeat. If the American attacks had gone well, they would 
have had at least a faint ray of hope. 

It turns out that it wouldn't have made any difference, 
hut on one tactical point Don went wrong. Last turn he 
failed to counter-attack out of Trois Poms when he might 
have saved If 16. This turn he counter-attacked out of 
Engaged with 1/26 when there was no hope to save the 
unit and needlessly lost the piece a turn early. This would 
have needlessly frustrated his entire plan if the attack on 
I SS/4 had succeeded, because it enables Lehrj 1 & 2 to 
reach T29 or Til, and prevent the reinforcement of 
the newly built Marche fort by 4/12. 

18PM German— Another strong German move which 
achieves almost every desirable objective. Manhay does 
not fall, but cannot be reinforced, and will certainly fall 
next turn if not abandoned. Although all objectives were 
obtained, once again he lakes unnecessary risk of failure 
by not using the best odds available. By juggling forces he 
could have improved every battle this turn as follows: vs. 
1/16, S-l(no Engaged): vs. 9/CCA, 6-1 (better advance): 
vs. 106/424, 6-1 (better advance); vs. 1/26, 3-1 (better 
advance); vs. 9/ CCB. S-l (better advance); vs. 7/ CCR 6- 1 
(better advance). Randy seems to have a strong 
preference for the 2-1 when the 3-1 is possible, but when 
he issofar ahead in attrition, and when he is leaving extra 
force wasted every turn, he shouldn't be in the least 
concerned with Exchange, but should press forward as 
vigorously as possible. The 2-1 , like every other attack in 
Bulge, has its proper place and time; this just isn't it. 

The German advance into Basiogne, and the big 
advance against 106/424 puts Don's strategic plan to a 
severe test. Don can't simply pull out since the two 
Paratroop regiments are engaged against 12/24. He could 
try a 1-2 to retake Basiogne, but since this won't leave him 
enough strength to protect his flanks, it will certainly 
result in the surrounding and eventual destruction of 
every unit in this area. On the other hand, to abandon the 
Basiogne area now will be a crippling blow to his strategic 
concept. In the north Don is paralyzed by the necessity to 
repeal the 2-1 against 9SS/18. He must win this now to 
build afort in CC1S. Otherwise he will be swept out of this 
area also. 



GERMAN 19 AM 

Finally! 1 get some good battle results. He lost every 
attack. Maybe 1 can save the 9ss/ 18 after all! 

Opinion: He shouldn't have attacked the lss/4. Heshould 
have let those two para regiments take their chances. He 
should have pulled the bulk of his armor out to the St. 
Hubert area (to be moved to the center for a mobile 
delaying action). Basiogne should have been only lightly 
screened. As it stands new, 1 can bag nine units owing to 
his retreat against the lss/4; but otherwise I still could 
have surrounded five (including two armored) units. 

GERMAN 19AM ATTACKS 
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"G.I., for you da War iss ofer!" 

1. As a result of his attacks, and my D+l advance of the 
lss/4. 1 have surrounded five infantry regiments and four 
armored combat commands in the 'Bastogne Pocket'. 
There is little chance of any of them escaping without a 
combination of lucky low-odds counter-attacks. 

2. In the north, Manhay will fall to German forces with 
the loss of 106/424. American forces in the north are one 
turn away from being encircled and eventually eliminated 
in place. 



3. Considering that 1 have a six turn breather before the 
arrival of American 4/ARM, 26/DIV. and 80/D1V, 1 
consider the game won at this point. The breakthrough 
has been accomplished. 

4. Some tactical considerations worth noting: 

Advance after Combat: American low-odds counterat- 
tacks can be very effective. But they are not without risks. 
Many novice German players fail to take full advantage 
of a D+l. or D+2, resulting from American counterat- 
tacks. These small advances often make excellent jum- 
ping off points for the next German move; the creation of 
the 'Bastogne Pocket' was made possible because of a D+I 
advance. 

When attacking adjacent units in separate attacks, it is 
always better to overlap the attacking units. In a three- 
hex frontal attack, for example, against two adjacent 
enemy occupied hexes, both attacks should originate 
from two hexes. The middle hex in this case would 
contain units involved in both attacks. In low odds 
attacks, this improves the chances of forcingthe enemy to 
give up the position. 

The relatively EXCH ANGE-ridden attacks this turn are 
part of an attempt to convince the American player that 
further resistance is futile. The Bastogne attacks could be 
carried out at lower odds to avoid the losses incurred 
unnecessarily when attacking surrounded units, but it is 
more important that he see graphically the extent of his 
misfortune. A quick, clean end is always desirable. 

5. I still cannot understand why he let the middle go like 
he did. I would have sent the bulk of the airborne troops 
to the center via Rochefort-Marche-Hotton. 

6. In the north, the 9ss/ I8's position dictated the 
situation. Still, even if that unit had been quickly 
eliminated, the entire Aywaille-Manhay-Houffalize axis 
was under my control to make deployment of those two 
American divisions extremely difficult. 

19AM German— The last Armored Combat Commands 
are destroyed near Bastogne, and 9SS/ IS singlehandedly 
paralyzes any withdrawal by the 2nd, 9th, or 30th 
Divisions, which will he pocketed and destroyed shortly. 
For this G.I., "Da War iss ofer"! 

Aftermath — The most interesting question that arises in 
anoverview of the game is. what conclusions might it lead 
to about the correctness of Don 's strategic concept for the 
Americans'.' Unfortunately there were too many tactical 
errors to use the outcome of this game as a lest of this. 
These started with the failure to use the 28th to try to 
block the Clervaux- Bastogne road. The decision to pull 
9/ CCB out of the Engaged on HH30 that needlessly 
permitted the attack on FF30. The questionable counter- 
attack on FF30 when he should have been building 
prepared positions and strengthening his lines. Aban- 
doning Spa to scattered German infantry units without a 
J'ight. Of course I now realize that the heavy commitment 
south of Martelange and consequent weakening of the 
center was part of the strategy, and thus to call this an 
error would prejudge the question. The 1-3 "blooper" by 
1/18 that permitted 9SS/ 18 to reach CC19 simply need 
not have been made, and with a clear understanding of the 
rules certainly wouldn't have, ft would have helped 
tremendously to have had afort in DD24 at that point 
though. 

Randy's tactical errors hardly equaled the significance 
of Don 's errors. While habitually attacking at other than 
optimum odds. Randy always hit Don 's weakest points 
with attacks that were capable of grievous damage. This 
kept Don constantly off balance, and scrambling to read 
to Randy's latest threat, rather than making the moves 
that he would have wanted to, to put his strategy into 
effect. Even so Don came very close to establishing the 
strong position he wanted. The two 2-ls on 9SS/ 18hada 
combined chance of 75% to knock out the unit, and this 
would have given him a fort in CC18 and strong flank 
support here. And if Bastogne could have held just one 
turn against Randy's hesitant 2-1 it would have helped 
tremendously. 



So in conclusion 1 would have to say that Don's 
strategy wasn't fairly tested by this game. Don lost by a 
series of tactical, and not necessarily strategic mistakes. 
Randy won by a series of powerful and well directed 
attacks. It was a fine and instructive game. 
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Although Larry Pinsky holds a Ph.D. in 
Physics and an important position in the 
NASSAU program, he is not generally well 
known among the wargaming fraternity. Only 
the comparative "old-timers" will remember 
him as one of the original Avalon Hill designers, 
let alone the originator of BATTLE OF THE 
BULGE — perhaps his best design effort, still 
selling well after 9 years on the market. Like 
many wargamers, Larry drifted away from the 
hobby due to outside pressures and has only 
recently rekindled his interest in wargames. 
Among the projects we have in mind for Larry is 
the handling of the BULGE rules rewrite when 
the game goes into its next printingsometime in 
1975. It will be Larry's job to correct all the 
ambiguities and rules problems which presently 
plague the game and provide us with a "perfect" 
set of rules free of ambiguities and inconsisten- 
cies. This is a problem made greater by several 
faulty rulings in past issues of the GENERAL'S 
question box. If you'd like to help with these 
problems drop us a list of problems you've 
encountered with the BULGE rules so we can 
turn them over to the designer for the final 
wrapup of BULGE. 

DESIGN CREDITS: BATTLE OF THE 
BULGE, GUADALCANAL. BLITZKRIEG, 
D-DAY '65, MIDWAY 

"Are you any relation to 'Lake Pinsky'?" 
That's usually how most AH wargamers res- 
pond when I'm introduced. I've been known to 
reply upon occasion, "Yes, and I am also 
tributary of the North and South Lawrence 
Rivers." 

I was first introduced to Avalon Hill games in 
September, 1961. At the time, I was in high 
school and living in suburban Washington 
D.C., and one evening while I was toying 
around with designing variations to chess, my 
next door neighbor just happened to drop by. 
He listened quietly while I described my efforts, 
and when l finally gave him a chance to get a 
word in edgewise, he said with an air of 
condescension: "Have you ever heard of Avalon 
Hill." When I said that l hadn't, l noticed that a 
gleam appeared in his eyes. You see, he was a 
Tactics II buff of sorts, and his lifetime record 
included no defeats. He could hardly wait to add 
one more quick victory to his tally. Before I 
realized what was happening, the Tactics board 
was spread on the kitchen table before me. After 
a quick 30 minute lesson which included some 
rule reading, some examples of combat odds 
calculations, and a lot of seemingly incoherent 
mumbling, the game was on, and he moved first. 
He used almost all of his tricks that first move, 
and it turned out to be a considerably more 
useful education in how to play Tactics than the 
earlier 30 minute lesson had been. Well, it was a 
good game, and I made him frown several times 
during the course of the evening; but eventually 
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I conceded (due to the lateness of the hour, of 
course). When l said good night at the back 
door, the gleam had shifted to my eyes, and I 
invited him to come back very soon. I have 
never succeeded in getting him to play any 
Avalon Hill games with me since, and to my 
knowledge his undefeated record is still "intact". 
Well as if anyone really cares, that's how I was 
first introduced to Avalon Hill games. Since 
I96l was a big year for new AH titles, it took me 
a few months to save up the scratch to buy a 
copy of each one; and since l was already 
interested in military history, it took even less 
time for me to start picturing unit counters and 
combat factors in everything l read. By late 
spring of 1962 I had already designed (for my 
own consumption) a WW II Russian Front 
game remarkably similar to Stalingrad , which 
was released by AH over a year later. In those 
days blank hex sheets were not available, so I 
had to draw my own with my father's T-square 
and triangle. My "Stalingrad" game used army 
level unit counters with the actual corps sub- 
stitutes counters available for breakdown when 
required. 

Over the next two years, I designed a few 
other games including two naval games based 
on the battles at Midway and Coral Sea. These 
games were inspired by the AH game Bismarck, 
and included the land combat portions as well as 
Bismarck-sty\e surface combat. The air to ship 
combat was very similar to the eventual AH 
Midway system except that rather than rolling 
everything on an odds table of aircraft factors 
vs. anti-aircraft factors, the attacker was allow- 
ed to roll once for each aircraft factor that had 
survived an odds table anti-aircraft fire. The 
aircraft attack rolls were made using results 
tables based on the target (i.e., the ships size, 
speed and manuverability). 

This type of combat resolution is sometimes 
employed withminiatures, although I was not 
aware of that fact at the time. One day in the late 
spring of 1 964, I was preparing to play a game 
with one of my close friends, when he suggested 
that instead, it might be worthwhile to take the 
35 mile drive up the Baltimore- Washington 
Parkway and look in on these AH people and 
their (assumed to be) magnificent operation. Of 
course, our real goal was to get a sneak preview 
of their next release. Well, when we arrived in 
the rather dingy, dust covered combination 
warehouse, shipping dock, ad department, and 
"magnificent operation," l met Tom Shaw and 
Lindy Schutz for the first time. (Ed. Note: We 
have since moved to a larger dingy, dust covered 
combination warehouse, shipping dock, ad 
department and "magnificent operation.") 
While I was shaking hands (taking care of 
course at the same time to guard rny wallet from 
these seedy looking characters), I noticed over 
their shoulders, a game that bore a striking 
similarity to my Midway game. Well, it only 
took a few minutes to break the ice, and before 
long Lindy and l were discussing the similarities 



and differences of our games. None of my 
approaches were ever incorporated into the 
basic game, but I managed to persuade Lindy 
(after several subsequent discussions) to incor- 
porate some of them into the tournament game 
and optional rules, (e.g., "anvil attacks" with 
torpedo planes.) 

From that time on, l communicated frequent- 
ly with AH, and in 1965, Tom Shaw offered me 
a job designing games. I was then in college. The 
idea had been that together, Lindy and I would 
design two games. I was to work principally on 
Battle of the Bulge, and Lindy on Guadalcanal. 
Since Bulge was to be released first, it moved 
ahead quickly and Guadalcanal took a back 
seat. As this is an article entitled "Design 
Analysis", I intend to make some comments 
about game design in general and "Bulge" in 
particular, but first let me attempt to finish this 
rambling "historical" narrative. Well, when 
Lindy left in the late summer to get married, I 
had virtually completed "Bulge", but the design 
of Guadalcanal was still in its infancy. I wound 
up finishing the design during the fall semester 
back at school. I had originally wanted to make 
Guadalcanal a campaign game including the 
entire Solomons. Clearly that would have 
meant another predominantly naval game, and 
Shaw wanted a primarily land battle game that 
employed marines. 

As a land battle game, Guadalcanal was 
relegated to its real life senario, a struggle for 
Henderson Field. I realized this, and I had a 
decision to make about the scale. I could include 
the entire scope of land operations on the island 
with a battalion level game — or I could have 
confined the game to a company-platoon level 
tactical scale in the immediate vicinity of 
Henderson Field. Well, I chose the former 
which probably sealed the fate of Guadalcanal 
from the outset. The reason for this choice was 
partly payability. Since all of the units in the 
eventual battalion level games would have 
participated in a company platoon level game, it 
would have meant at least triplingthe number of 
pieces, and that unit inflation would have 
caused a severe curtailment in the playability of 
the hidden movement rules. I felt that hidden 
movement was essential to reproduce the situa- 
tion accurately. I think the game as published 
did a faithful job of simulating the actual 
campaign conditions, which may be one of the 
reasons why the game was eventually doomed. 
As a side job during the summer of '65, i was 
chosen to revise D-Day. That's right. I'm also 
the son-of-a-gun to blame for D-Day ~ '65. I 
have been given to understand that some people 
feel that things went a little too far overboard 
with D-Day '65. Since I really don't desire a 
flood of blustery challenges, let me say that with 
a really competent German commander, his 
chances are fairly even with those of a compe- 
tent Allied commander. Be advised, however, 
that the German commander must be very 
careful. Mistakes are much more prone to 
produce immediate disaster for him than they 
are for the Allied commander. 

My next effort was Blitzkrieg, where I was 
given a free hand to create a sort of designer's 
workshop for "the nuts". I was somewhat 
disappointed in the types of games and 
strategies that resulted when the game was 
released. I tried to provide "the nuts" with the 
tools to design their own games, but I failed to 
give them explicit scenario ideas along with an 
obviously dynamic model as an example. Tom 
had originally envisioned Blitzkrieg as a 
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scenario game, but it didn't get into print that 
way, and it's my fault. Backing up a bit, let me 
say that 1 think the design as published, is 
generally sound, but the basic scenario given 
does not entice the average player to become 
dynamic and aggressive. Let me quickly suggest 
a single rule change that might help push 
bashful trench diggers out into the open. One 
should employ a second move and second 
combat for armor as employed in France '40. 
Actually, I considered putting such a rule in 
when the game was first published. 1 was 
originally introduced to this type of rule in 64 by 
my friend, the indomitable Frenchman, Alain 
London, a master game designer in his own 
right. Returning to Blitzkrieg, 1 believe there are 
better versions of the "Second move rules" than 
as employed in France '40, but I leave it as an 
exercise to the reader to discover these for 
himself, 

After 1 finished Blitzkrieg, my studies became 
more demanding and 1 spent succeeding years 
working in my academic field. 1 remained 
associated with Avalon Hill for awhile, and 1 
continued to answer some of their mail for 
them. Eventually, however, it became time for a 
new release, and it was unfeasible for me to 
continue for several reasons, so my formal 
tenure with Avalon Hill came to a close. Since 
that time, however, 1 have continued to think 
about many of the design ideas and philosophies 
that were kindled during those years, and I shall 
attempt to relate some of them to you here. 

Bulge Revisited: 

There has been quite a lot written about Bulge 
over the years, and a fair amount of that has 
been criticism. 1 shall not attempt to meet these 
objections head on, but rather describe my 
intentions at the time that 1 designed the game. 

In Bulge, 1 was primarily trying to obtain an 
exciting game that would remain so from 
beginning to end, and I wanted to remove the 
awesome fear of attacking, that the old "ELIM" 
CRT had spawned. I felt that first of all, one 
should consider the CRT and the details of 
combat resolution as being as fundamental a 
part of the design as the mapboard and the OB. 
This is not to say that every game should have a 
different CRT, but rather that one should not 
start with the age-old dogma and work around 
it, as had been done for all of the games before 
Bulge. So, what was the rationale for the CRT 
as designed? As stated above, it was intended to 
overcome the bloody annihilation that occurred 
at moderate odds with the old table. The old 
CRT was unrealistic for the type of combat and 
time frame (turn length) depicted in Bulge. 
From a game playing standpoint, it tended for 
the wrong reasons to deter the attacker from 
launching anything other than desperate (or 
soak-off) attacks at less than 3-1. In real life 
regiment level, 1-1 and 2-1 attacks are un- 
desirable because they have a lower chance of 
success than 3-1 and higher attacks; but unlike 
the old CRT, 1-1 and 2-1 attacks almost never 
(statistically) result in complete annihilation of 
one side and/or the other. It is interesting to 
note that tactical objectives (even at regiment 
levels) are almost always terrain oriented! 
Translated into a CRT, it means at lower odds 
the deterent for attacking should be primarily 
the lower chance of success (gaining the terrain 
objective) and the increased vulnerability to 
counterattack because of your exposed position 
for your opponent's next turn. This implies D- 
back 2's, A-back 2'sand Contacts. So where did 



this screwy "engaged" business come from. 
Well, the Ardennes is a fairly heavily forested 
region. The so-called "woods" squares on the 
map represent the really dense "impenetrable" 
forest. Most of the "clear" squares (especially on 
the eastern half of the board) still contain 
substantial forest, and in this type of terrain it is 
possible for units to become entangled during 
an attack to the extent that immediate one turn 
disengagement and break off is not feasible 
without unwarranted losses. Further, the 
"engaged" result implies that command and 
control problems occurred during the attack 
and these were sufficient to preclude rapid 
disengagement and movement elsewhere. The 
greater command and control capability of 
armor lead, in the later Bulge printings, to the 
rationale and rule that armor can, at its option, 
withdraw from an engaged situation. 

I've said enough about the Bulge CRT vis-a- 
vis my intentions. Let me only add some 
comments about O.B. The British units that 
participated in the late stages of the battle in real 
life were left out intentionally. They were under 
strict orders from Montgomery to remain on the 
defensive (well) behind the Meuse River until 
the German offensive had completely spent 
itself. One might argue that some provision 
should be made for their inclusion after German 
units have crossed the Meuse, or even that if 
"you are allowed to command the actual forces" 
etc., you should have the option to commit them 
earlier since they were generally available. I can 
only say that given the scope and the balance of 
the game as I designed it at the time, 1 decided to 
exclude them. Perhaps they should have been 
included as an optional rule. Aside from some 
regiment numbering conflicts (which neither 
add nor subtract any units) the major U.S. 
oversight is the 83rd infantry division which was 
committed from the north as early as the 22nd 
AM turn. The German units are fairly complete. 
Some of the "descrepancies" that have been 
noted by various people, occurred because the 
unit counters represent the subdivisioned 
kampfgruppes that were used in the actual 
command organization, rather than the 
traditional regimental structures of the various 
divisions. Well, I hope 1 haven't stirred up a nest 
of hornets. To those of you who feel that too 
much designer's license was used, 1 apologize; 
and if you really don't enjoy the game as it 
stands 1 owe you a more fundamental apology. 

Bits and Pieces 

What is the real attraction of this "hobby" 
anyway? Why do the games have such wide 
appeal? I do not pretend to be, nor presume that 
you have any great interests in the opinion of a 
professional psychologist on these matters, but 
as one individual who has given it some thought, 
let me attempt to sketch my views. Essentially, 
the games represent and examplify conflict and 
competition between individuals. This form of 
competition is symbolic, ritualistic, and intellec- 
tual not physical. The last point is the most 
important. These games present an arena where 
a participant can organize and evolve imper- 
sonal intellectual strategics in a known predic- 
table environment, against an opponent who is 
a single "intelligent" entity, and where the stakes 
are generally and basically intellectual. Ironical- 
ly, the feeling that these games are a simulation 
of "real life", break d own at the most fundamen- 
tal point. They mimic overt real life scenarios in 
facade and style, but they fundamentally do not 



present the player with the same psychological 
influences and uncertainties. This is part of the 
so called "fog of war"; for the fog of war is not 
only an environment typified by less certain 
military intelligence, but by personal psy- 
chological envolvement, and the basic unpredic- 
table uncertainties rampant in almost every 
aspect of war in real life. Thus, abilities dis- 
played as a master designer or player of these 
games, do not necessarily portend any real life 
potentials as agreat military leader. (1 apologize 
for stepping on the Walter Mitty in all of us). 1 
refer the reader to Scott Duncan's fine article in 
the May-June 1973 Design Analysis column 
(General, Vol. 10, No. I, p. 18), where he 
comments "...a true 'simulation', is highly un- 
likely and perhaps equally undesirable." I agree! 
I feel that if the games really simulated war and 
combat, at least in their psychological effect on 
the players, they would rapidly become as 
unpopular and unenjoyable as war is to the 
majority of those who actually participate (even 
as commanders). 

The aforegoing dissertation does not mean to 
imply that as a game designer historical ac- 
curacy is unimportant. One of the primary 
attractions of these games as contrasted with 
Chess or "Go" for example is their charismatic 
and intellectual appeal as "representing" a 
significant historical situation where the rules 
and procedures are based on practical analyses 
and logical considerations rather than com- 
pletely whimsical and arbitrary choices. A strict 
adherence to history and realism in the design 
actually makes the game more playable because 
one can then base strategic planning on realistic 
considerations rather than on arbitrary rules. 
Thus, to me the ultimate AH type game is one 
that combines payability and a diversity suf- 
ficient to allow the players to evolve a spectrum 
of reasonable strategies. One can argue that in 
some historical situations (including 
hypothetical scenarios) there is only one 
reasonable strategy. 1 feel that if this is truly the 
case, then that battle may not be the most 
suitable for design into a game that will remain 
rewarding over the long run. This is one reason 
why many games fall from favor after only a few 
playings, I think if you consider the past games 
that you have enjoyed the most, they are the 
ones that were a contest of new strategies, and 
not the games that seemed to settle into the same 
old routines that differ only in the results of the 
die rolls. In summation— as a game designer- 
you should strive for a product that allows (and 
elicits) a variety of strategies. 

My Last Two Cents 

Hang on, it's almost over. 1 just couldn't resist 
throwing out a few final "where do we go from 
here" suggestions. First of all, I like to see 
attention paid to real differences in the 
capabilities of different types of troops (armor, 
infantry, etc.) in all facets of the rules. Further, 
rules should not lead to arbitrary ridiculous 
strategies. In some cases, the biggest offenders 
here, are the victory point systems, where in the 
final moves, players are led to make unrealistic 
moves for "points". As an aside to this com- 
ment, I think in the design process it is 
instructive to simulate a game that faithfully 
duplicates the actual campaign and strictly 
adheres to the rules. If this simulation requires 
an extraordinary amount of (die roll) luck on 
the part of one side that was not present in the 



Design Analysis 



Continued on page 22 



Page 19 



THE GENERAL 



A REALISTIC SOLUTION 



by JOSEPH M. BOSLET 



During the past few weeks, I have been reading 
over back issues of the GENERAL. The articles 
on Avalon Hill's GETTYSBURG have increased 
my attention to the fact that there are some 
discrepancies affecting the play balance and real- 
ism of this fine battle game. I intend to clear 
some of these difficulties with a brief treatise on 
the subject. Avalon Hill has cleverly designed 
their games on this premise by allowing flexibility 
in all their games to both stimulate interest and 
imagination on the part of the wargamer. 

The Army of Northern Virginia, fresh from 
giving the Army of the Potomac two successive 
bloody noses at Fredericksburg and Chancellors- 
ville, was ready for another invasion of the 
North. Lee and his superiors decided on this 
move for strategic reasons: (1) .to carry the 
battles out of war-torn Virginia, (2) to obtain 
necessary supplies for the Army of Northern 
Virginia, (3) imposing a threat to Baltimore, 
Philadelphia, and Washington, D.C. and (4) recog- 
nition by England and France and the fruits 
which this backing would entail. The Army of 
the Potomac had a new commander on the 28th 
of June in the person of George G. Meade. Meade 
was a solid brigade and division commander from 
the Seven Days' Battles through Chancellorsville 
in the respect that he made no serious mistakes. 
Lee knew this to be true of Meade and that he 
would have to win the battle with effective 
tactical maneuver, execution, and coordination. 
Lee also realized that he had many untried 
brigade and division commanders. Jackson's loss 
at Chancellorsville was the most notable but there 
were many others which would affect the effi- 
ciency of Lee's "Invincible Legions." We all know 
the result of this great battle, called by some the 
turning point of the American Civil War. How- 
ever, what I propose in the following paragraphs 
will achieve playbalance and realism in this fine 
battle game. 

1 agree with the other authors of articles in the 
GENERAL that the book rules stifle realism. The 
GETTYSBURG Battle game has been out for 
some time and the wargamers across the country 
have both increased in experience and intelli- 
gence. Naturally, they desire far more in a 
wargame. What I propose here is but one solution 
and I am sure there are many more solutions 
"dancing like sugar plums" in the heads of the 
cardboard generals. 

The most significant change is the conditions 
for victory. Very rarely does one army com- 
pletely wipe out the opposing army in battle. On 
this premise I have made the following alterations 
which are open to comments and criticism. 
Number 1 : utilize the step reduction system, 
similar to ANZIO and 1914. Example: When 
Heth's Division of the Third Corps is forced back 
in combat, reduce that unit's combat factor, from 
4 to 3 and continue this reduction each time this 
unit is forced back until it is eliminated from the 
board. Number 2: on the Combat Results Table 
(CRT), use attacker-defender odds of 1-3 to 3-1 
inclusive. On this reduced CRT, substitute 
"engaged" for elim and utilize the same rules for 
this situation from BATTLE OF THE BULGE 
(Avalon Hill's version, of course). Example: 
Heth's Rebel Infantry Division (factor 4) attacks 
the Third Division First Union Corps (factor 3) 
on clear terrain (no terrain effects), A die roll of 



4 at 1-1 odds gives a Def back 1. This results in 
the Union Division moving back one (1) grid 
square AND REDUCTION IN COMBAT FAC- 
TOR FROM 3 TO 2. It will be necessary to have 
an acetate covered chart of all units to record 
these reductions. If Heth is able to effect another 
attack on this same unit, he would then be 
attacking at odds of 4-2, reduced to 2-1. How- 
ever, if in this attack General Lee rolls a 6, the 
CRT reveals a 2 back 1 . In this case Heth would 
move back one (1) grid square AND BE RE- 
DUCED IN COMBAT FACTOR FROM 4 TO 3, 
This would continue UNTIL . . . Number 3: Con- 
federate victory is causing the Union opponent 
to lose 20 Combat Factors. Union victory is 
causing the Rebel opponent to lose 20 Combat 
Factors. These losses parallel the actual losses 
caused in the actual battle. The Battle of Gettys- 
burg produced no real winner or loser in the true 
sense of the word but Meade did prevent Lee 
from obtaining his objectives. Lee's army was 
technically defeated in this respect but he still 
retained an effective, hard-fighting army which 
prolonged the war for almost two more years. 
Gettysburg was not a tactical victory but a 
strategic victory for the Union and I don't believe 
this game should be altered into a tactical victory 
situation if realism is the desired result. 

I have also noticed while perusing articles in 
the GENERAL on GETTYSBURG on the dis- 
crepancies with the relationship between Union 
and Confederate artillery. Union Artillery was 
organized into batteries of six (6) guns per 
battery. Confederate artillery was organized into 
batteries of four (4) guns per battery. This would 
account for more batteries for the Rebels in 
GETTYSBURG but no realistic adjustment has 
been made for this in relation to combat factors 
for these units. The Union Army had 362 guns; 
the Confederate Army 287 (They Met At Gettys- 
burg, Edward Stackpole, 1956). This would give a 
ratio of 5 to 4 in favor of the Union. So this 
could revert to five (5) counters for the Union 
and four (4) counters for the Rebels or any such 
combination desired by the wargamer to achieve 
realism. For my own use, I have eliminated the 
combat factors for the artillery units and have 
devised an artillery firing table. With these 
changes I have tried to establish the importance 
of the artillery but not to over extend it to the 
point where it begins to effect playbalance and 
realism. During battle, artillery pieces were often 
exchanged. This can be done in GETTYSBURG 
when a non-artillery unit finds itself adjacent to 
enemy artillery, thus capturing it and utilizing it 
as it would its own artillery. These artillery units 
must be supplied. The Union artillery had abun- 
dant supplies so this rule will not apply to Union 
artillery units who can fire once each turn. The 
Confederate artillery units can fire each turn until 
3PM July 3rd. At this time, they can fire only on 
the even hours of the clock. This takes into 
account the shortage of artillery ammunition 
which occurred at this time. Range of these 
artillery units will be % of a mile or three (3) 
grid squares. Artillery units can not fire over their 
own units since this would cause casualties in a 
real-life situation. With the artillery firing table 
that 1 use, artillery units can effect a Def back 1 
on a hit and force that unit back with resulting 
losses. Time delay penalty is utilized to account 




for set-up and take-down time for the artillery 
units. This penalty is only exercised while unit is 
moving into position. This artillery unit can not 
fire until it has been in position for one (1) time 
unit or one (I) hour. The unit is permitted to 
change its direction of fire without incurring any 
time delay or movement penalty. This is but one 
solution for utilizing artillery at GETTYSBURG 
but I hope it gives you a more definative method 
in handling these units. 

I have tried to alter some of the mechanics in 
the battle game GETTYSBURG only to achieve 
realism without effecting play balance. I invite 
comments, criticism, and questions on my idea of 
establishing realism in GETTYSBURG. 

Artillery Firing Results Table 

Number of units firing 12 3 4 5 6 
Roll of Die 

1 * 

2 ____** 

3 ___*** 
a ._*### 

6 * * * * * * 

Key: - means no result 

* means a hit, defender back one and loss 

of one step in combat factor (CF) 

Note: a unit is equal to an artillery battalion or a 

number of batteries grouped together to form a 

unit of realistic size to be determined by the 

<5> 



individual. 



PBM EQUIPMENT 

Tired of playing solitaire or humiliating 
the same opponent day after day? You may 
be good in your game room but what can 
you do against a good player from another 
part of the country? There's only one way 
to find out — play them by mail! PBM is an 
easy-to-learn and convenient-to-use system of 
playing fellow gamers across the nation. A 
special CRT and combat resolution system 
makes it impossible to cheat! PBM is an 
entirely different experience from face-to- 
face play. It has made better gamers of 
many who have tried it, and all those who 
have mastered it. PBM is the only way to 
participate in the many national tourna- 
ments held regularly for Avalon Hill games. 

Each kit sells for $4.50 postpaid and 
includes enough materials to play virtually 
dozens of games, including addendum sheets 
which list official grid-coordinates for those 
games not already possessing them and 
special charts and CRT's for postal play. 

Kits are available for the following games: 

* AFRIKA KORPS * KRIEGSPIEL 

* BLITZKRIEG * LUFTWAFFE 

* BULGE * 1914 

* D-DAY * PANZERBLITZ 

* GETTYSBURG * STALINGRAD 

* GUADALCANAL * WATERLOO 
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.Possibilities 



by Robert Harmon 



Robert Harmon is rapidly gaining a reputation 
as a concise and knowledgeable writer of con- 
siderable skill in the wargaming field. Here Bob 
favors us with a discussion of invasion area sites 
for both Red and Blue in Blitzkrieg. His com- 
ments on coastal defense are well taken and 
should be of special interest to anyone who has 
ever lost a game through inept handling of rear 
area defenses. 

It seems rather strange that essays dealing with 
general strategy and tactics in "Blitzkrieg," have 
been so scarce. It is to this end, and with the 
novice and amateur Blitzkrieg players in mind, 
that I offer the following thoughts on this classic. 

The opening game 

Chess has its opening moves, which happen to 
be vital to win; so does Blitzkrieg, Avalon Hill's 
most advanced example of military chess. 
Roughly, both Red and Blue must, before coming 
to grips with one another, make key strategic 
decisions when moving through the minor coun- 
tries. These decisions will affect the entire course 
of the game. 

(Before continuing, it might be well to men- 
tion the fact that each of the minor countries is 
designated with a code-color. The center country 
is Brown, then, reading clockwise around Brown 
and starting with the minor country adjoining 
Blue, the minor countries are Yellow, White, 
Black, and Green.) 

Blue's strategic options are simple: attack 
Yellow and follow with an attack on Green or 
Brown on the second turn; attack Yellow and 
mass at EE25 on Turn 2 to await developments; 
attack Green on turn 1. 

Although Blue has the initiative, it is difficult 
for him to execute a one-turn conquest of either 
Yellow or Green because of geographical prob- 
lems. Massing at EE25 will only allow Red to 
decide the course of the game. But one minor 
country must go on Turn 1 to even allow Blue 
the option of continuing or not. 

Invasion of Green (only) holds some interesting 
strategic possibilities. But is is risky, especially if 
Red is in force around NN48. The main problem 
is taking the country. Even with tactical air 
support and a naval landing, there still just isn't 
enough available force, even if all airborne forces 
are used. Of course, Blue can flatten one of the 
cities with a strategic strike, but that doesn't give 
him enough local supplies for his trouble (we can 
assume that the bulk of his supplies will come in 
by sea). It is food for thought, however . . . 

If Blue expects to take a minor country on the 
second move, (preferably Green - it's closer to 
Blue's airbases and can serve as a springboard for 
later offensives) then a large airborne/seaborne 
force must be kept available. This means sending 
at least 24 infantry factors out to sea in Zone C 
on turn 1 to replace whatever lands at CC15; this 
also means keeping the airborne units close to 
some city in eastern Blue or Yellow. More on this 
later. 

Red's first-turn options are: attack White only, 
attack Black only, attack White and Black, or 
attack Black and Green. Attacking White only is 
a dead-end; Red will pick up only 3 cities to the 
6 Blue will have in Yellow, and it means a 



dangerous desert campaign that Blue is better 
equipped to handle with his supply situation. An 
attack against White and Black will net 7 cities, 
but will throw Red off for at least another turn 
while he reorganizes. Better to leave White neu- 
tral; it can serve as a buffer on the northern 
flank. 

The Black-only attack is the safest. The 
country will fall easily and Red will have a large 
mass of troops on hand (especially if most of 
them were massed at NN48 and then moved to 
the JJ38-0040 area on turn 1). Red will then 
have many attractive possibilities to consider. 

The Black and Green attack is the Danish 
gambit of Blitzkrieg. If he has chosen to do so, 
Red will have ample forces at sea that won't be 
as strategically committed as Blue's, who finds 
that he must land in CC15, Red can send these 
troops, the airborne forces, and some of his 
armor into Green, leaving the other troops to 
knock over Black in passing. A mass at NN48 is 
necessary but Blue will have little idea of what's 
coming. If Blue is prepared for turn 2 festivities, 
Red will be in trouble. But if Blue cannot force 
the isthmus between BB31 and EE34, Red will 
have Green securely. But he must guard against 
invasions and parachutists. 

The center game. 

In an average opening, Blue has taken Yellow, 
and Red has taken Black and possibly White. This 
moves the focus of attention to the center, 
specifically Green, Brown, and the desert. 1 
hinted at some of the importance of these earlier, 
but some elaboration is necessary. 

Blue is at a disadvantage on the ground in 
Green. If he chooses to be defensive, his holding 
action will take place on the isthmus, denying 
him most or all of Green's supplies. He has an 
advantage in that his airbases are close, and that 
seizure of all of Green will put him within 
striking distance of Red's home turf. But Blue 
must be offensive-minded for this to have any 
promise. Red is at a disadvantage in that he will 
be facing north, rather than west, and that his 
supplies through the isthmus can be easily cut — 
unlike Blue in a similar situation, such a cut will 
leave him with no port to get an alternate source 
of supply. But Red can use Green as a defensive 
region - the isthmus is easily defended, there are 
4 cities to provide supply, and Red is free to 
strike into Brown. 

Brown has no seacoast and is equidistant from 
major supply areas on both sides. Blue doesn't 
have as many airbases close by, but Red cannot 
afford a reversal in Brown. If Brown falls to Blue, 
Red will suddenly find his back to the wall, as he 
cannot yield in Black or White without ominous 
possibilities; if Red seizes Brown, Green will be 
outflanked — but he will have a long way to go 
before he reaches Blue's home country. 

The desert is a troublesome battleground. The 
supply problem will strain both sides; the supplies 
can only go down one road - running along a 
coast that is solid beach. Red can invade CC15, 
but not if a decent garrison is left - and any 
support from White will betray the plan long 
before it comes. Desert campaigning is too much 
trouble in most circumstances - better to leave 
garrisons in VV25 and CC15 and forget the place 
exists. 



Coastal Defense. 

Red has some advantage in that his northern 
side is covered by the neutral country; but, 
unlike Blue, all of his coastal cities are near or on 
beaches. Blue has a large coastline but his major 
problem is keeping away Ranger raids. 

Coastal defense is basically an exercise in 
numbers. Each side will have a maximum of 40 
factors at sea - 4 Rangers and 36 infantry 
generally. The question is: how many of these 
factors can reach the city in question with 
enough left over to achieve a 3-1 (and even this is 
risky; a 2 or 5 meaning probable annihilation by 
retaliatory forces). Take for instance NN48. The 
nearest beach square is 4 squares away; only 12 
factors can land per square before moving inland; 
therefore only 12 infantry and 4 Rangers maxi- 
mum can attack the city immediately on landing. 
Or, as another example, V33. The beach is close, 
but the city is at such an angle that only 2 stacks 
of infantry can reach (plus Rangers and airborne). 
Figure, then, that unless airborne or tactical air 
units are close, that a city can be hit by 16, 28, 
or 40 factors of infantry maximum. Figure also 
that if a city like 133 is partly out of reach, then 
one factor placed in the outermost square of the 
city will deny its supplies to the invaders long 
enough for a defending force to arrive. So, the 
coastal defense placements should look like this: 
(in infantry factors) 

BLUE 

V33-AT LEAST five, but 

as much as twelve factors of any ground 

troops are advised. 

G4-7 

C20-5 

C30 (SE square) - 3 

133 (NW square) - 1 

D7, 112, Q16, L19 (and Ull, 

M14) - 1 ea. 

S25-1 or 2 

RED 

RRR54 (S square) - 5 
RRR39, ZZ48, BBB54-S ea. 
JJJ56-I 
NN48-3 or 4 



Because of their proximity to the fighting 
fronts, NN48, V33, S25, (and CC15 and X27), 
must be considered in light of the tactical 
situation. The same goes for any coastal cities in 
Black or Green. In those areas there is extensive 
aerial, airborne, or overland assistance available. 

An invasion deep in the enemy home country 
is not a good strategic plan. It means dividing the 
war effort and makes reinforcement difficult. 
Most players will not allow an enemy to land 
without at least putting up a fight for the next 
few cities inland. An invasion is entirely feasible, 
however, in endeavors connected with the main 
front. V33 especially can serve as a site for a raid 
on aircraft or as a location for an invasion 
supported by air units in Green, and ground units 
from AA42. Invasions are also effective against an 
enemy flank or rear in Green. (He will have to 
garrison most of the beach or else reinvade it 
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Gentlemen: 

Scott Duncan's Luftwaffe Analysis is a remark- 
able piece of work by one of the finest thinkers in 
the gaming field, and certainly bodes well for the 
"new" General, However, I think his main premise 
is worth discussion; he says "the game demands" 
play according 10 freedom-of-individual-fighters 
rule and urges "this step be taken as soon as you 
have a grasp of the fundamental. . .rules." And he 
freely admits that, as a result, the game 
"seems. . .to be intended to last several sessions 
over several weeks of play," but claims he "could 
not play. . .with any enjoyment or realism without 
freeing all units from the demand to act as one 
according to type." Now, if this is true it obviously 
means Luftwaffe is one of those esoteric games tp 
be enjoyed only by the hardest core of game nuts 
with unlimited time -even 1914 begins to pale by 
comparison. 

Fortunately, 1 don't believe this is true. It's my 
experience that the average gamer can learn to play 
the Advanced Tournament Game in AVi to 6 hours 
on a Sunday afternoon and enjoy it. This includes 
all optional rules (Strategic Target Varient: Indus- 
trial Complexes, German Spies, etc.), except for 
the "individual freedom" rule. Moreover, even for 
"individual freedom" there's a compromise that 
works; my opponent and I use a "common sense" 
rule that fighters of the same type operating 
against different "fronts" may fly as independent 
"groups." Those of you rigid kriegspielers who 
require a more formal ruling may wish to limit the 
number of fronts to, say, three. The player owning 
the fighters is free to exercise the option at any 
time during a turn, but of course is never obi igated 
to do so. 

Even with this simple adjustment, many of you 
may be doubtful the Advanced Game can be 
played in a few hours or at one sitting. After 
you've become familiar with the game, you'll be 
surprised. If you've been into gaming for a while, 
you may remember back in the days when you 
thought STALINGRAD and D-Day were hard and 
first efforts dragged out long into the night. It's the 
same with Luftwaffe - with the above rules, it's 
really no more difficult. 

But Scott claims this sort of play results in 
"unrealistic 11 and even "ridiculous" strategies and 
tactics. While I have no argument with his "full 
complexity" version - which I greatly admire, if 
you have time for it - I think my "cleaner" and 
shorter version may be just as valid on its own 
level, and so worthy of CON play too. Let's start 
with that word "realism"; it's one of the most 
common used in evaluating a game's value, so it's 
time somebody unpacked it to see just what is 
meant. Wargaming is a form of simulation gaming, 
specifically conflict simulation gaming, Now, 1 
don't think anybody would argue that a good 
conflict simulation is one that accurately simulates 
the crucial or essential element of the action under 
study, often at the expense of other elements. A 
classic example is FRANCE MO; the harmless 
absurdity of allowing only three brigades in One 
hex while three corps axe in the next, makes 
possible a beautiful simulation of the blitzkrieg 
technique. This is to say, of course, 
good simulation of the crucial element doesn't 
guarantee an exciting game, but most gamers have 
come to expect and even demand it: Stalingrad, 
simulating the necessity of swift and decisive 
action when a country of limited resources attacks 
one of virtually unlimited resources; FRANCE 
'40, the coordination of specialized arms (infantry, 
air, armor) to create the blitzkrieg technique; 
PANZERBLITZ, highly specialized weapons inter- 
relationships on so small a scale that the entire 
action would not even constitute a single die roll in 
a BULGE game. 

If you are familiar with these games, perhaps 
you can see the instinctive tendency to assign a 
higher "realism" rating to the more tactical games. 
This, I submit, is unfair to games of higher strategic 
level - since both have value. Perhaps, in the 
future, we might substitute or at least add 
"faithfulness of simulation of the essense of the 
action" in rating a game. I'll rest my case with one 
final example: we all know air-to-ship combat in 
MIDWAY is so highly abstract and unrealistic that 
this aspect of the game is easily reduced to 
mathematical formula. But nobody complains, and 
the game is among the most exciting in the 
catalogue. Why? Because the essense of simulation 
here is to outguess and outmaneuver an opposing 
commander - and mass your airpower against his 
fleet when it is most vulnerable. This is the 
challenge of the game; once you've accomplished 
it, the plane-to-ship combat itself is merely a 
gathering of the fruits of the higher (strategic) 
victory which was in fact the essense of carrier 
warfare, 
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Now, back to Luftwaffe, The campaign this 
game simulates is the strategic bombing of 
Germany. The essential simulation is of very long 
range strategic planning, and on this high a level 
I'm frankly doubtful that realistic tactics are all 
That possible - even in the "full freedom" version. 
If it's fighter tactics that interest you. you can't do 
better than Richthofen. And if you want to refight 
the strategic air war against Germany, overly 
detailed tactics may serve only to prolong the game 
- just as they would in MIDWAY. 

No, I'm not against the "complete" Luftwaffe 
that Duncan advocates — I'm sure few games can 
rival it for depth and excitement, for those who 
have time to play it. But I'd hate to see such art 
excellent product as Luftwaffe get such an esoteric 
reputation. The "compromise" version may well 
have equal strategic validity — and besides, it's/un 
to play on a Sunday afternoon! Weekend gamers 
shouldn't hesitate to pick it up. . .it's not another 
1914, and you'll have a good time. 



••••• 

Dear Avalon Hill, 

Despite its age, Stalingrad has been, and will 
remain, one of my very favorite games. 
However, it seems to me to be a rather one-sided 
affair. As the German commander, I have 
launched my war machine from the banks of the 
Vistula and seen my armored columns race 
across the vast plains of Russia to capture 
Leningrad and Moscow. By the summr of 42, 
,my armies, now depleted by more than ten 
months of campaigning, near the banks of the 
Donets for the final showdown with the remains 
of the Red Army. Then, to my great frustration, 
during the Russian player turn, my adversary 
decided to utilise the 70 plus accumulated 
replacement factors and out of the depths of 
Stalingrad come ten or eleven fresh Soviet 
corps. Having already lost some four or five 
panzer corps and drained my meager replace- 
ment supply, I throw in my Iron Cross and call it 
quits. True, 1 have brilliantly out-maneuvered 
my enemy time and time again but the massive 
Soviet industrial capability continually stares 
me in the face, 1 like realism in a game and 
therefore use the 4-6-8 replacement rate for the 
Russians. At any rate, having been robbed of 
ultimate victory more times than 1 care to 
remember, 1 decided to do something about it. 
That's right gang, it's variant time again. 1 know 
there have been Stalingrad variants ad infinitum 
but please bear with me, allyouStavkamenout 
there can listen in to for you might find it 
interesting. I'm sure a lot of you Wehrmacht 
commanders have experienced something 
similar to the above more than once. Myself, I 
]ike a challenging game and when it gets down to 
fighting over the last city on the board, 1 have 
found that the Russian conducts a mild defense 
and sits behind his rivers to wait for the May 43 
turn to come around, confident in the 
knowledge that the German is completely in- 
capable of attaining military victory. But how 
about this? If the German cannot achieve a 
military triumph, why not try for a political one? 

When the shattered remnants of the German 
VI Army surrendered at Stalingrad in February 
of 1943, the Soviets knew that they would win 
and after the Germans failed at Kursk in July of 
the same year, this fact was confirmed. 

The Germans were now militarily too weak 
for any possible hope of victory, survival of the 
Reich and the military arm became the Wehr- 
macht's objective. The Soviets, having attained 
their military goal, namely, the smashing of the 
Germans offensive capability, went on to con- 
summate their military victory with a political 
one, the seizure of all eastern Europe. Do you 
kids out there see what I'm driving at? The very 
nature of Communism demands a political 
triumph, the military being the means to that 
end. If the Germans had successfully kept the 
Russians from entering Poland and the rest of 
eastern Europe until the conclusion of the war, 
then the Soviet Union would have been robbed 
of the political conquest they so desired. They 
wanted a good strategic position indealingwith 
the Anglo-Americans, who would have in- 
troduced democracy to these nations had they 
got to them first. 



Getting back to the game, there are now two 
types of victory a player can achieve, military 
and political. If the German occupies the three 
replacement cities, obviously he has won both 
forms. However, if after a certain turn it has 
become apparent that the Germans can no 
longer win militarily because of the Russian 
replacement capacity then they must go on the 
defensive and hold the line. i.e.. prevent the 
Russians from penetrating into east Europe on 
the west edge of the board. In order for the 
Russians to win a complete triumph, they must 
destroy the German ability to attack effectively 
and occupy the nations of Poland, Hungary, 
and Rumania by the end of the game. To clarify 
this, the Russian must be in effective 
operational control of these nations, in a 
position whereby they cannot be forcibly ejected 
from them by the German, 

Now the Russian cannot just sit behind rivers 
and laugh at you while the clock runs out. he 
must take the offensive and secure his political 
victory for possible future confrontation with 
the Anglo-Americans. The game now becomes a 
true test of tactical and strategic ability. 

In order to adapt Stalingrad to this concept, 
certain game mechanics had to be altered. For 
one, all months are divided into two turns (like 
Afrika Korps) thus adding a more realistic 
approach to the campaign. 

The system of replacement factors works in 
the usual manner except that now a months 
supply will have to last two turns instead of one. 
In September 41, for example, the Russian may 
bring his twelve factors in on the first half but 
will receive no additional factors the second 
half. A judicious use of replacement factors is 
critical in this game. The Russian cannot afford 
to throw out 2-3-6's and 4-6-4's as sacrifice units 
as freely as he did in the past. Lastly, the game 
length has been extended, to May 1945. This 
may sound like an inordinately large number of 
turns (94) but Barbarossa was a long and 
arduous campaign lasting almost four years. 
Cutting the game time to a random figure like 
May 43 doesn't do it justice. Many interesting 
and important actions took place after this date 
such as the German offensive at Kursk and the 
Soviet summer offensive in 1944, to name but a 
few. 

Richard Drozd 
APO, San Francisco 

Ed. Note: If you try this I suggest giving the 
Russians a 6-8-10 replacement rate rather than 
4-6-8- With twice as many turns in the early 
stages Russia will be hurting. 

••••• 



Dear Sir; 

I've received considerable comment regard- 
ing my article " Breaking Par" which appeared in 
Vol. 10, No. 5 of the GENERAL. Almost to a 
man they expressed an interest in seeing the 
individual par breakdowns for the various 
planes L rated in that article. They follow below. 

PAH BREAKDOWNS 
Plana VM HM DA SP FP PAR 
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Possibly the best feature of Richthofen's War is 
the ability to draw up new situations. All that is 
really necessary is to pick 1-3 machines for each, 
player BUT - and this is important - the aircraft 
should be fairly close in quality or otherwise 
even, (Use of the PAR factor would be good if 
the totals are close - a Halberstadt would be a 
match for either a Nseuport 17 or two DH-2's.) It 
would be a little ridiculous - not to mention 
inaccurate historically - to match a Fokker D-7 
against a Nieuport 11. 

Most important of all, new situations can be an 
enjoyable way of expanding and studying 
"Richthofen's War," Not only do new situations 
afford wider vistas, but they can also be a 
laboratory for testing and analyzing aircraft. 
Practical studies (against "trial balloons"?) are a 
good way of applying what you know, and learning 
more. It works. 

Robert Harmon 
San Francisco, CA 

Dear Sirs, 

1 have been playing the OUTDOOR 
SURVIVAL game, and have found one or two 
rule changes which seem to enhance the realism 
of one of the scenarios, "RESCUE". 

One basic flaw in the Rescue scenario is that 
the Missing Person (MP) remains in fine shape 
until found by the resetter. No account is taken 
of the very likely fact that the MP is inexperienc- 
ed in woodlore (and hence unable to fend for 
himself)- Also, the Rescue scenario is not too 
interesting when played solitaire, since you have 
an unlimited time to find the MP. 

Rather than add a fixed time limit to the 
game, 1 made one rule change which beefs up the 
scenario. 

Take one of the Life Level Index Charts, and 
same-colored MP, Water, Food and Life Level 
pieces. Hide the MP per the scenario. Set the LL 
indices to maximum. 

After all the players have completed one turn, 
roll the die once on Wilderness/ Personal En- 
counter, and set the MP's indices accordingly. 
When playing solitaire, I ignore the roll if one or 
two comes up. For two players, ignore a die roll 
of I. and change GAIN to LOSE. For 3 players, 
change all GAIN'S to LOSE's. "Remain 
Stationary" is ignored. When found by a player, 
the Wilderness roll is discontinued; rescuer and 
rescuee encounter the same fortunes from then 
on. When first found, the rescuer has the option 
(necessary if the M P's Life Level is below K) of 
building up the Life Levels of the MP by 
sacrificing his own food and water on a one-for- 
one basis, for one turn (the turn of location). 
The two then try to walk out at the pace of the 
slower (as determined by life levels). 1 allow the 
sacrifice to be made once on the turn of location; 
others might want to allow it to take place on 
any turn subsequent to location, as many times 
as desired. If the rescuer and rescuee both 
become incapacitated, other players may aid 
them as per the building up of food and water by 
self-sacrifice. The winner is the last rescuer to 
also escort all other players incapacitated after 
rescue (plus the MP) off the board. 

Very truly yours, 
Craig Ransom 
Baltimore, Md. 



Dear Sir; 

In the section on Football Strategy, you 
mentioned OOPS Football League in Seattle. 
Unless there's some other nut around the 
country who thinks OOPS is an irreverent way 
to put on the super serious wargaming nuts v I 
think you meant to mention the OOPS Football 
League which meets monthly during football 
season at my place in Santa Ana, California. 

We play face-to-face only and have players 
from all over the Los Angeles, Orange, River- 
side and San Bernadino County area. We are 
considering a regional organization for next 
year which would make our league more con- 
venient for a greater number of players, OOPS 
is now in its 5th consecutive year of competition, 
with 14 members active. 

Plans are already underway which will make 
the 1 974 season our best ever, including revised 
rules which we hope will include the use of both 
offensive and defensive audtbles. Anyone in the 
area who is interested should contact me as soon 
as possible. 

Jim Reilly 

Santa Ana, Ca. 92704 
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TITLE: D-DAY SUBJECT: Division level battle battle for France, 1844 



D-DAY, the 9th game to undergo the 
reader's rating in the RBG fared rather 
poorly in comparison to its brethren setting 
"worse-ever" ratings in the "Physical Quali- 
ty," "Mapboard," "Components" and "Play 
Balance" areas. Although all of these areas 
were still "above average" theytendtoshow 
a dissatisfaction with the older flat box 
games which is hard to understand. The 
actual physical production of D-DAY is the 
same standard which we utilize for all our 
games. The only problem we are aware of 
with the components is the inclusion of 
corps counters which are not mentioned m 
the '65 edition of the rules and hence are 
useless Bui having "more" counters than 
you need is not really much of a problem. 

The other negative mark was set in the 
"Play Balance" department where 
STALINGRAD managed to best it by .01 of a 
point. It is assumed that most readers feel 
that the German can't win. Again, as was the 
case in STAUNGRAD, we feel this is a 
misconception based on the skill level of the 
players. When played on an expert level the 
Germans stand at least an even chance of 
victory. Granted, the German side is harder 
and a mistake there more costly, but a well 
played game should find the German with at 
least a 50% chance of winning, regardless of 
the skill level exercised by the Allied player. It 
is all a matter of using their advantages to 
the fullest. The lukewarm rating for realism 
is also upsetting but is explained in part by 
the excellent rating for the "Ease of Un- 
derstanding" category. Realism and 
payability do not often go hand in hand. 



One fault that the RGB fails to clearly 
show is in the "Completeness of Rules" 
category where it polled a commendable 
3.09, despite a very loosely worded section 
on SAC attacks whichthe GENERAL'S Ques- 
tion Box has had to correct. 

The 3 hour playing time shown below is 
probabfy a bit short; a factor caused by 
people rating the "Length" category in the 
same terms as the others rather than in 1 
minute intervals as instructed. Although a 
good German player who defeats the Allies 
on the beaches will end a game in less than 
an hour, one that goes the limit will more 
realistically take 4-5 hours. 

D-DAY, with a cumulative rating of 3.43, 
seems to be falling from favor among the 
hard core in comparison to newer games 
with more realistic and complicated steps of 
play. However, it remains a good introduc- 
tory game with few rules problems and as 
such is still considered a classic and is used 
in many competitive tournaments. 

1. Physical Quality „ 3.72 

2. Mapboard 4.54 

3. Components 3 .69 

4. Ease of Understanding .... 2.56 

5. Completeness of Rules 3.09 

6. Play Balance 4.38 

7. Realism 4.50 

B, Excitement Level 3.60 

9. Overall Value 3.56 

10, Game length 2 hr.,58 minutes 
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ANZIO: 

Q. What is the slacking value of Allied 
replacement counters? 

A, One, so they count against build-up limits. 
etc.* just like regular counters. 

Q. Do the Allies automatically make friendly 
all the beach hexes in the zone they invade'/ 
A. No; only the ones they pass through, 

Q. If the Allies subsequently make friendly 
more beach hexes in a beach-head area which 
already has a port counter, can they build up 
through them with the original counter? 
A. Yes, with one exception: any beach zone 
hexes which the Germans pass through after the 
Allied invasion turn. A fresh port counter would 
be needed to build Up Ehrough such hexes when 
and if recaptured from the Germans. Should the 
Germans do it again, then another port counter 
would be required, etc. 

Q. What is the movement factor cost of the 
first hex ashore for the Allies? 
A. If it is a port through which buildup can 
come; one. If it is not a port, then it would be the 
movement factor cost of plainterrain if there is 
any. rough terrain otherwise. This is true even if 
the road runs through the coastal hex. Of 
course, once ashore one could move off along 
that road if nothing interferes. 

Q. If a unit on a certain river is attacking 
another unit on that same river, is the defender 
doubled? How about if the attacker is also on a 
second river, the defender not? 
A. In the first instance, unless the defender is 
also on a mountain, it is not doubled, even if due 
to the meandering of the river, the two units are 
not immediately adjacent along its course. In 
the second instance, due to the second river, the 
defender would be doubled. 

Q. Suppose a unit is required to retreat 
through zones of control, losing additional 
steps, but it does not have enough steps. Would 
the attacker get extra movement as in A V-ll? 
A. No. The unit would be destroyed. 



Q, Do partisans need supplies? 

A. No. In that respect they are like commar> 



WATERLOO: 

Q. Can reinforcements be brought on in 
"column" such that the Cav. Batts. which enter 
on I PM on June 16th can be placed 8 hexes 
from the edge even before they move? 
A. Noll! If brought on in column, they would 
start at the first playable whole hex. 



RICHTHOFEN'S WAR: 

Q. Can you dive at overdive speed while only 
diving within your maximum dive limits? 
A. Yes, it's considered an overdive {because of 
velocity), even though the aircraft is diving 
beyond its normal dive (altitude) limit. 

Q, Why don't the ACC figures correlate with 
the Battle Manual data for aircraft perfor- 
mance? 

A. The ACC data was cross correlated and 
worked up to include other factors. The Battle 
Manual data was, for expediency, pulled from 
one standard (and questionable) source. 
Sorry,,. 

PANZERBL1TZ 

Q. isn't it true that the Target Elevation Table 
is incomplete and therefore misleading as a 
"quick reference"? 

A. Yes. You can add the following to your 
TET: Note A to the Units Firing from Hilltops 
at Ground Level; Note E to Units Firing From 
Hilltops at Slopes; and Note E to Units Firing 
From Slopes at Hilltops. 



GUADALCANAL: 

Q. If at any point all the units of one side are 
eliminated, are all the units of fire accumulated 
up to that point eliminated also? 
A. Yes. 



your own subscription for free. On a similiar 
note, 83% indicated a desire to see more 
variants on the order of the "Leyte Gulf" 
feature in Vol. 10, No. 3. Therefore, more will 
be forthcoming. The lead article this month 
is one such. 

The survey revealed that our readers own 
an average of 4.69 nonbattle games of which 
only 1 is from Avalon Hill. The most fre- 
quently mentioned competing line was 
Parker Brothers, followed by 3M, and Milton 
Bradley. It is hard to fathom Avalon Hill in a 
subordinate position to these companies 
among adult gamers but it is likely that many 
of these games were acquired before the 
individual became acquainted with Avalon 
Hill and wargames in general. It says a lot for 
the variance of wargamers from the adult 
game market at large. Wargamers, as a 
group, seem very uninterested in non- 
wargame titles, although from a strictly 
gamesmanship point of view many of the 
non-wargames are superior excitement 
generators to most wargames. Breaking it 
down further we find that the average reader 
possesses 2.24sports games of which only 1 
in 9 is an Avalon Hill title. What is even more 
puzzling is that the 6 major "super realistic" 
sports game companies whtch rate in- 
dividual pro stars in their games controlled a 
very negligible part of the remainder. 
Therefore the bulk of those sports games 
owned by the readership must have been 
television advertised items of marginal adult 
gaming quality, ar other lesser games. This 
is especially disturbing to us as we pride 
ourselves on the excellence of our sports 
line However, it speaks well for 
BASKETBALL STRATEGY as a future title for 
although it culled only 21% favorable 
response from the GENERAL'S readership — 
the divorce of wargamers from sports 
gamers makes this statistic misleading. The 
21% actually looks pretty good when com- 
pared to the 2 3% which our entire sports line 
polled. To make a long story short, we teel we 
have a pretty good basketball design and will 
probably come out with it sometime this falf. 
The political game looks even more promis- 
ing with a 4B% affirmative vote. We know 
this game will sell well to the public at large if 
nearly half our wargame following is in- 
terested in it. We are not as enthused about 
the present design we have in the works on 
this subject though so we'll probably delay 
publication for a year or more while we work 
on it some more. Back to the old playability- 
reafism debate wefindthe issue still divided, 
but with the playabtlity school gaining 
strength on the long end of a 63-37 percen- 
tage breakdown. 

54% of you said you'd be willing to buy 3-5 
AH games a year while another 28% opted 
for 6 or more. This backs up the trend we've 
foreseen and therefore you can expect in- 
creases in the number of AH titles being 
released in future months. The subject of the 
PANZERBLITZ expansion kit was less 
successful with only 16% opting for the S7 
kit while 43% went the other extreme for a 
S3. 00 kit. We probably couldn t produce it for 
less than $4.00 so will shelf this idea 
temporarily. 

Back on the subject of the GENERAL, we 
found that 92% of you were willing to fork 
over another buck to see the GENERAL 
expand to 34 pages. 1 7% of you even went so 
far as a S10 subscription price, while the 
bulk of you(40%)favoreda $2.00 increase to 
$7.00. It is comforting to know that the vast 
majority is willing to put up with a price 
increase but in an effort to increase circula- 
tion still further we're going to maintain the 



$5.00 price and still go ahead with expan- 
sion. The larger our circulation; the smaller 
the per issue cost to us. So, if we can gain 
enough additional readers we will actually 
be saving money through this expansion. 
Pari of this plan to increase circulation 
includes our first effort to sell the magazine 
on the shelf in hobby shops. Increased 
exposure of this type is a great way for the 
GENERAL to grow and help newcomers 
become a ware of the hobby. You can help us 
by taking your copy down to your local dealer 
and encouraging him to stock the magazine. 
Tell him he'll have return privileges and to 
contact us direct for further details. 
Finishing up the survey, we find that each 
GENERAL is read by approximately 1.9 peo- 
ple. Comparatively speaking, this is a rather 
low figure so we can't complain too much 
about the sharing of subscriptions. Ap- 
parently peopfe find the price and services 
offered beneficial enough to warrant having 
their own rather than borrowing a friend's. 
As for the play balance referendum, we 
were overruled in only one game — that 
being D-DA Y where the majority of you give 
the edge to the Allies. However, enough 
dissenting votes cast for BLITZKRIEG. 
BULGE, andAFRIKA KORPS as to divide the 
issue pretty much in half, so as to say that 
neither side is clearly favored. 

Elsewhere in this issue you'll find news of 
our spring release; 7776. Designed by Ran- 
dall Reed, the creator of RICHTHOFEN'S 
WAR, 1776 encompasses all that a grand 
strategic game should have, and does it in a 
way never before attempted. We think this 
design is revolutionary in more ways than 
the subject matter. A look at the announce- 
ment of the game should give you an inkling 
of what we mean. Unfortunately, the game is 
the first of our bookcase games to be pro- 
duced without the supporting sleeve; a 
necessary sacrifice to the god of inflation. 
Although the game wiU stilt sell for $10.00, it 
features our largest (and perhaps most 
carefully detailed) mapboard yet. We think 
you'll like it — we certainlyenjoyed designing 
it- 
Enough ramblings for this month. We 
have to save some surprizes for next time. 



••••• 
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DESIGN ANALYSIS Continued from page 18 

actual battle, then there may be a design 
problem. 1 would also like to see combat odds 
calculated in such a way that the entire attacking 
force is relevant. Under the conventional 
system, for example, if the defender has 10 
combat factors and the attacker 35, then the 
presence of the last 5 attacking factors has no 
effect upon the probability of success. An 
alternate system that also nas problems is (he so- 
called attack superiority system where rather 
than odds, one computes the number of excess 
factors the attacker has and consults the ap- 
propriate table- One problem with this system is 
that attacks of 12-10 are resolved under the 
same column as 3-1 . Perhaps there is a solution 
on middle ground somewhere! Finally, the 
ultimate observation that is clearly obvious to 
everyone is the need for a playable limited 
intelligence, simultaneous movement system. I 
confess that the only system I have come up 
with, involves the use of a computer and 2 
remote terminals! Well, let me conclude with the 
advice that if you have found a game or game 
variation (either of your own design or 
otherwise) that you thoroughly enjoy playing, 
and have no trouble obtaining opponents who 
will regularly oblige you; then enjoy— by all 
means enjoy— and ignore all of those frustrated 
sayers of malcontent . /*~"\ 
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Infiltrator's Report 



FOOTBALL STRATEGY was the most 
asked for game this past Xmas season which 
really didn't surprise us. It's by far the 
favorite of our office personnel and received 
rather poor distribution to the trade due to 
the proliferation of football games on the 
market. It appears that everyone recognizes 
the fact that Avalon Hill is the leader in battle 
games but when it comes to sports, they 
stock the television advertised item even 
though it may be an inferior product. This is 
particularly gal ling to us because we honest- 
ly believe ours is the most exciting gridiron 
game on the market. That's one of the 
reasons we chose FOOTBALL STRATEGY as 
the subject of our Thanksgiving window 
display promotion for Brentano's 5th Ave. 
store in New York. Avalon Hill salesman 
Erwin Lewis (above left) and VP Tom Shaw 
(above right) challenged passersby for a 
week to "beat the expert" at FOOTBALL 
STRATEGY. For winning, the challenger 
received a free game. AH's staff of experts 
lived up to its billing by posting a 42-3 
record during the week and proved that 
FOOTBALL STRATEGY, unlike its many im- 
itators, is not a game of luck. 




Back in Baltimore the Avalon Hill Football 
Strategy League drew to a close after 14 
weeks and found AH designers R. Reed, T. 
Shaw, and D. Greenwood among the play- 
off contenders. As the play-offs progressed 
and Super Bowl week drew near the league 
drew major newspaper coverage in the 
Baltimore area as the local media picked up 
on the novel idea. Super Bowl week found 
Tom Shaw's Baltimore Colts (13-3) facing 



the 1 4-2 Packers of Don Greenwood's Green 
Bay franchise with the latter triumphant 
22-21 in an exciting battle played before 
dozens of mesmerized fans. 

Greenwood received $100 plus posses- 
sion of the prized SICL Super Bowl Trophy 
(below) which is the league's symbol of 
supremacy and rotates from winner to 
winner each year. Spartan International's 
sponsorship of this league marked the first 
time that Avalon Hill and S.I.C.L. have 
combined in a competitional event. The 
league has raised its franchise fees and has 
already sold out for 1974. However, if you 
want to be put on the waiting list or join a 
similiar league for sister game BASEBALL 
STRATEGY contact Don Greenwood c/o 
Avalon Hill. 




Seventy-five Northeastern gamers braved 
the weather to attend Winter Con II, spon- 
sored by the Massachusetts Institute of 
Technology Strategic Games Society and the 
American Wargaming Association 12 
January 1974, on the MIT campus in Cam- 
bridge, Massachusetts. Traveling to the 
Boston area from as far away as Maine and 
Pennsylvania, the gamers came to compete 
in events ranging from a single elimination 
Stalingrad tournament to Diplomacy-Hill (a 
variant crossing Stalingrad's movement and 
combat with Diplomacy's player interaction 
and situation) and Tactics Pi (eight player 
super Blitzkrieg). When the dust had cleared, 
Paul Siragusa (of Burlington, CT) had placed 
first in Stalingrad. Virtually the entire fourth 
floor of the MIT Student Center had been 
reserved for the use of conventioneers, but 
owing to poor weather that week and to the 
gas crunch in the Northeast, total atten- 
dance was below the originally anticipated 
level. Nonetheless, Winter Con II was still 
quite successful, yielding a profit to the 
sponsors and a full day of gaming to all who 
attended. 

A ray of wargaming light is being shed in 
Houston, TX where Ross Callender has 
started his own Interest Group Houston 
which meets every other Friday to play AH 
games and armor miniatures. For more info 
we suggest you write Ross at his 2601 
Esther, Pasadena, TX 77502 address. 



Cincinnati gamers have a mini-con on the 
2nd Saturday of every odd month at the 
University of Cincinnati Tangeman Student 
Center. Admission if SI. 00 for the next 
meeting which will be held May 1 1th from 
noon to 10 P.M. For additional information 
contact Jack Hesselbrock at his 31 1 Miami 
Valley Dr., Loveland, OH 45140 address. 

Many of you are ordering parts from out- 
dated parts lists and as a result are receiving 
credit slips in return. Check the following 
items off any parts lists you currently 
possess: 1914 mobilization pads; 
BISMARCK pads; GUADALCANAL pads; 
C&O/B&O boards; 1914 allied counters; 
JUTLAND German counters; ANZIO 
counters; and boxes for both U-BOAT and 
BISMARCK. All of these items have recently 
sold out and are no longer available. 



Most of our readers took the correct 
strategic course in Contest No. b9sAKRIKA 
KORPS situation but many lost out due to 
faulty tactical placement. The solution was 
to capture both German supply units. Thus, 
all the axis units are attacked at 1-6 odds 
while the 41X7 and 7AX1 units capture the 
German supply units and evacuate them out 
to sea via Tobruch, expending their own 2 
supply units in the process. This leaves Axis 
combat units adjacent to 7AX1 without 
benefit of suppl res, forcing them to withdraw 
or perish in their turn. Although Ariete can 
slip to G23 and units on H25 can move to 
G24, the 15th Panzer and Pavia cannot get 
away and will be eliminated. Although isola- 
tion is not yet in force if the Geman receives 
supplies that turn, the Allies can easily 
complete the isolation of the Axis pocket 
with 4I23 and the Carpathians while 7AX1 
and 7X7SG move westward to keep Savena 
and German supplies at bay, thus dooming 
the remaining German units. 




Although 60% of the entries correctly 
went after the exposed German supplies, 
approximately 80% of these ruined their 
chances with faulty tactical placement. A 
drawing had to be held to determine the 
winners from the remainder. Those sur- 
viving the luck of the draw were: J. Cox, Flat 
River, MO;N.Topolnicki, Baltimore, MD; B. 
Kindig, Davenport, IA; M. Gilmartin, 
Olmstead Falls, OH; E. McKenna, Mt. Plea- 
sant, Ml; D. Parshall, Wilmington, DE; T. 
Hertz, Bremerton, WA; K. Nei II, Iowa City, IA; 
T. Kuhn, Indianapolis, IN; and G. Rubin, 
Ithica, NY. 



THE GENERAL 
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OPPONENTS WANTED 



J. Arl ij no( mpcj, hul righlenbombtTS 
r Luftwaffe Send an 5 AS E lee th( 
I adc.. Ruhir-d Cochran. 21 

i>. .■>/ a50OB. bam 



Warned: Hi-inureL in good km 
mswrmble price All Mien ana 
Ph.iL-{in A/ KiOOB. 275-3723. 



Avtn.ee player. Hi. age Beta nppcihent ill PI 
Bulge. S-Ciad Dennis- Coat. 1406 Linda 
1 3SiMi. iMBim-Wff 



Warned KSS G-Cana.1. Ji 

fool*. Price 15 no ohject. Pbm lor P-Bliti hul have no 

.heeis. hverage hi. player L~-- badie Rt I. il.is 2ii>, 

--" AI.3MJJ I20i'747-2Q77 



'.ci.li i<l ;r high lisle »ccli inert! Ilji r irtiWI SJirnei 
llwere any iluts here.' Jimcns ltrr«. 13711 I'l tW ft WOqd 

Hi Ml: tub .■,! ir,,,,;.. j-rh wi: 



I'Mli I ■ - H I j : .- .V-.i :nk-r..lc: in l-usm-i -.c.-'iplelr i 
pwd i-iindiliun Aula I.CI me know vour price. 1 
1. i" Aud«bu ~ 



.\rn sec km.- cilltgllLK jJllll-O.'.mpi'LKI.m ill lil Hi' aw 

arca Just m Lived hrrr. Am willing I u- learn games 1 do 
ilreadvknovrhowioplay. Da-i*S-,ek. 2IJIJW. Cresr; 
A«. r Api U44. Aflahe.m.I. A MHO I 1 7 l-ai? ii-3" Jt 
Will pay ill, lo, ll complete Anno in good cor-dnn 
^qd cud Alui III AH Bank- TctFV Saidcs. PO B 
>Mj. Auburn. CA y5frL>3. 1185-4915 



B,ikcp,lnlJ. < A < )."ii^.-^'l- IU4 

Will h h : |""lTr-||hl!.l,,. V3 L.o. Kill. V.kils hul vull 

■mprovi,e Carey Ramey, 2612 NuNe Ave., Bakcnfield. 
CA 1JJiln.iWliW7l-IMl-3 

LuflwitiYe pbm any level-basic. lo.urnsm.e-nl, or id- 
nHBHl JOM Rudgerv. MM! Warring. Berkeley, CAJ 
tJ471)-l ___ ____^_^ 

w Thill liSV-i.-m n,. :,'.rl;^r-IL'. B.kni; ¥ . Huljfc. K-,|>«dl, 

S -grail W-luu. I have a u phm kiiv Amjjvcii.jtrilavdr J 5 
yean Did Kevin Ashet. 344 Roman Way, ChuJi Vn* 

("A ■JZUII 420-I6J.2. . 

Sh ik'd r h p [■■■ ii-.i- 1 1 1 -. i..uilril la itaHtl all AH rjMM 

t-icctlkni eompedtiLiivn guaranteed. All rep-lvK answered 
James Wirt. L2-XI Hilllnp Or„ Thuls VlsIs, CA KOI I.' 

4JJ-U.HU. 



c-Wr.lClend 






I'hni L,,u, K irr Dul; l.ghl on j numl 






. Send y 

nmbiMlaM ul 6 *iwralt r-upnl iu m lew iim par sijii 
Aace included Harold GiiiLton, 232o Bus Dl Anne, La 

Julia. CAJWHT. 4>4-IK2l 

■'.h,!-. : ■ ■--.-■ .1 H i_ i 1 ---!--: .ill' I - : -Mf ■unics..! nil thiHit Si 1 
beginners please Handy Heller. l4rsN Richardson Ave.. 

l.o»A]iu>. CA^ OZ I.'J&T-'liaJ. 

SAdA. is nov 1-.' %-hapin- jln,>ng' I'"' '"'". ili"I 
■ami l.iJiiun Eafau,ca147l-<rWi. Also am il- ire phm 
(jppuiKms Ilh hIdioli any lame made! [Jouglai E.. 
HariLCIE. WIS Stpith-crJa Blvd , J 45. Lgi Angrln, CA 

mow. j 'h-M)4-h . 

NiiiiLt pizH.tr .'ill i-sjsh jj;i- ».ini' pl'ii; ii|i|'iiiKTin1'>r K 
War Ktvir Pc-fl«i. ISJ70W Hanth fit) . la? Aiigflci. 
CA WOW. «4a>W | 



Vn^-lo. < A Wl ^ •>«■■•'-.•.'> 



ArJyLI jk placer. Would like oppo-ntn 
u-^irii^mc Pnte Jdoll age pLavcr^ ltr»chd Surmilt 
ItKj IHiTHj Man rjal larr Bach, C A HQiW- S^S-21511.. 
Wjricil: -Siirii' jmrrj t'tfiM]j|j V ir Smij pri«. Will pay 
[Milage. Ala) nerd phm upprinemi am AH |ume.| 
Waller J. Hrsnt, CSC Bu.i SS429. Malhtr A KB. CA! 

gjja-fe »M4Ht , 

W'.nil Jul. I ,■ d 1 1 1 1 rhm .,p;>...^'ii! Mi \ L.,irp.i. II ,.| H. 
WHOblD, U-knea. a, D-dnj- rA|, u ml Civil Wr,r. C-j 
■ilk. <Jiil-al'ii.iK.k '.=:■.::■!... CllUdt I ■■■-:-:.■; 1 I ism 

W.iiumy Hkrtuttj Pjflt.CA 9175a i 

WlntsfielliUrimil'-iNlihii: 1 k ■%.:.■ 11 Md phmLiml,-| 
uppunwls- lor mail AH Larrf war games, and Lull. AVlIIi 
pay lai UK til, Balpfc. A. ftagan. 418S Dun JuILn Blvd.} 

N HighlJirii, CAIitAP. J)i-im f 

■\-..r.i^-.- ii'l.Licr iiccd- 1:1 -hin ..p-,.:nriiK l.n vl,i!-*r.. 
k it.: ivnin,- ,, 11I I .ii« Have PD phm lili. bul WtU 
pay lor hall. Will in=»rr all Jrllcr. Chuck Chainbe.li.fr. 
'SIJ* Sage i.er. Palmdale. C.A fl M1i], ?;,!-Hil 
W'anl pbra eipevially raclio II. aim Bl. tncg. Am 

ntnic playnr, Hhk Swell Msrfce-i. UAmtTE, tnwje tor 

Mii-hurl r-i=mum. 1405 Umveniiv. Palo Ahv.CAWOI. 

<4|S|331-S?MI 

Warned .ippr>nenlv for Si (T/ad, Franci l"3' '-1i-u.r- 
ly&U, Rich'»ai Campaign .jr Pblit/ Pltitcta.IL am 9 
>ean-. hul avtlagt pl*ytl JrHTy Ipjerw-ll. 341 S. 

llnlLmHW, fanjijcnu. 1 '\ ili ~f<-j~^ 

\i, ■!.::;• ;>.. -.,.■:. Z I mfe pi>m Lipponenls foi f*l4. Mike 
HnaaKano. I2<i N. L.m Rifblt:! Avr. I'aildtha. CA 

■JLIQ4. KW-SSej.. __^ 

Shi lev irl iiJliIi .ilu Jciics f'i 111 rhni uppLintnli Fci B- 
kriq « PuLg!. *L>h t.. 10m clLb in SacIc. area. E.crrll E. 
HaU-tt. 21IW tll-apriM. Kanchio Cdrdova, CA W6-T0. 



V ■ i :-.i:-. -I.i...- 1.1..1. 


pbm plmeMtf! P- 


Uly Alinltl B 




li,flv. fl He.Cn E Lii-.P-Wit7 








disuiEi. Tim IHilc.nev. «0* l*h. 




CA fsl 


4,44%(al]£. 




1 tm ii^rir ■ 


.,..,,. ,n 


11 OUplayarM-i 






en Wal 




r« r hi1 '■ 


EnfMf bide 




. 1 Li Paul K Vol 


erbc-f jj. M2-» 


71 «. PSC 


.1 n-- 


ATOSan Fian*i 


a WJLU 


*anlnt U-boarrjuod 


.irii-i! i-:i. ■*,.. pa)rtDp ■■!..■: Mm 




uge im 


handLin^. RiibeTi 


Ryder. 612 M 


kithl..'!,! •. 


n Manns. CA 9i0rV*. 744-1221 



, IPaUl MlllkaTWrfezJ "en |0T1 DPI. I i-At 0^ 
mi UJOT) Rdlljl 1574 inlofioiu. «lh urai t hl jcar. LA 
a hi unly. B-b«ll kugue ntfw underway Jim Reilly., 
ne. Sanla Ana. CA V2 7U4. 7 1 4- »6-2 I 19 . 1 



Cood high iehtMl pLayei 



flit S 

e C-ondman, 1414 Prinee Edward 
1W8\ 7jr).77ai 



OPPO^EA'lH WANTED 

Novlwplaytj nfji. huhschrjulteekingtipponenitsTQi P-j 
brLM. A.B... hliirtene. fVoihmg can ilop phII Willing ro- 
k-iin ne- gtmet. Tons Jaropi. 777 ■K.niektrbi.wker, 

SuniiMaLr:.CAt4llltT 24>JM.' 

Bitlle l.i yrat ulri 111 K.spiel. P-hlili. K-var. U-day, 
J-Jlland. Nfidvrav A«erase pla>cr. AntweciiLJcrlen.LUjil 
Poldur D7A ... R,vV, r tcith Pmnd, 4#l4aK^AwJ 

Venmra^'A WD03. IM7-34M 

Average pjayer des.io III cpLMntnls in local area Hnvt ! 
■nwl AH gamu. M$aB I- BannHn. I UVCJuccni A-ftJ 

Yuba Cily. CA »M»I. if7J-MT7 1 

Any wareamers in Snulh AH*ria, Nurlh Mom. EaMem 1 
C C Will !«r anf game .lio HrwH tune one GeEICTll price 
doobjea Gi>od™neiiionpJea!<.-,ei|K.eL-rtp. IWJISSl 
..-il.hiiiliLT. Albci 



OPPONENTS WANTED 



A.ei-5ftd|f hi^hM-lnKil.jLit pjjvei^eetj opporaei 
fm P-hlilr A.K . Midway K.d D-d.j . WL.h to ; 
Jutland or Bismarci: Jirp Kinnear. H44 Banntll 

> ^ ' .iiifnij. -vi-. d-iu in-iw;, ?e;4>767. 



Wj.ir?d Kri^ppi'l phm oppane: 
D L Shf.nlll(e. >W Clarke 
Canada. KJK048 



I ."^iv _: v-jiajniLi a'u j-^.-:i'jj i-'iiL k i-s^^^ .-I ■-■ jiLdinr 
ni.ifM-ir.eil.Kcll !i:ni: :.n pne: Is-! -\'.\ muii l;>.. includu^ 
ChancelLorwule and Civil War. V iirtK Von Bnrriia, 5 1 3J 
Ounwt.il gjj tnuiiTiJIc. KV 4CJH L 43i-li77. ' 

■•-■ -.ilv L....|.-.| ■..■■ 11 - 17! oni-rili W.llms ll. 

itarlorjoirijEiib MLchMlSMorrii. 2557 Claw. Padwah 

kv ■■:<'Mi. iMi,>^i..i ;..>i 

Wanlcdl.ipiir.h.i-- :"..•..' •-■in,-. ..I kerdicl II LeMam. 
Aim deiiTf M iipponeiw. fjr miK.1 AH gamei Keenly 
■murrsfletl in Eoiminf I-J74 FumbalL Sirmigv l.tayux is 
NO. Hit M«l Varga*. J (l . U»7 A>|.Ct|fl-> Blvd.. %'e* 
Orl^nn,. i.A 70124. 2S2->!4-;7. 



An: 1-1 ic.ir- iild. Han ir 



. 'lid Dnlurd. Ml- iW ha 



1....-J plain ,ige [4 denies Elf iippi-neiiLiiii-f P-blm. I- 
wallr. Miiliay. Bhi/kneg, Ciciiyihurg. Bill'. A-fcorpj. 
I kinis HI ,. -..■- -.:i i. 1 - -. :rilL;r.-Mi;il in '.L ji LuiLi v'dl l-r.f.t s .un 
in area Cui| Martin. Ranch" CsUfar-4. Cuvina., CA 

■H124. HI-Tt.M.1 

Fir Lippcweni. named". 1, ' My c-ompm-oriied u&lint nl 
Wjirj^menk has ortr I5W rnLncs I he r-ttWin mg for (t'lir 
area 11 nailablc lor 1*o Br >la.mpi irnd itifi IplDVlnt 
■ntereyi> p ta.psulc bio. lelephune rULitihcip tnr iadejion. 
Andrew I'hdlipi. UK tJlwer Si.. IJalj ■ Cliv. CA Win, 
'Bellel UlLIP a«crs(e player -lit armihllale any chiiilenjtes 1 
ill 111 gal-Oft. all AH. or yuur KBme Alw. urn wekinj- infn' 
DH ph-ni Jutland Kevin Biuv-n, 337 F India napirlj-J 

t-remo. CA937QJ. ;^--J7H. . 

VI ■■■:■.:' ;.-:■■■ nil P-UU>. Lull Bllll-K. I-540 vVill 

ref. also Melvin Kammtr. i' 1 1 *■■■■■ SZi. t ,. .. CA 

»247, 

Will lv,d. S.I.V.' l,.r Ml ir I iv.ll ^"ill I", .in-. y 

average plajri tullr^- .ifi fnry Hlju». 307 Pari wood 

K d i.k-nd.iic I ^ man. MMMj 

StL-kir. f ph„, ■■arifer-h. -irjlin-j.. Kliu. Fll H-KI or Bulge 
phm (i-ulp Bui liavr no III Prefer OenrurJa m PB, 
Sulin-K. Huljic. r-40. Average playtl jhk Mi(B*<! 
Skinw, t,H* Hihid ttodK Rd. Hiinuniion Park. CA 

■<.''■■ 



T»ty boy* w«ntin^ III uppont-rli tor either al iirtK. Ffl' 
AlrLlr, k\.jps Panr blilt .. Ricky Pun, JiXhJ I aune; 
Rd.. Ollanva. O nuin.. ■ . n..ni-.i klni^k, 7 .1341133.. I 

■ '■■.!..! ..-,.! hi h :h .;!■:... ! .li-di.411 Jc.irr.1cl h-t.11.1. ^-kirrp. 

any land aame. rViissLttauga area nights, lan km na 
I'-™-} en iurm dub Dave Bankv. HH 5!h Line, 
MiaiiiiiauM. Qnli-MQ. Canada 1 

"LiiT.ii;;- pl.r.-ti .1: Inyh vbunl age serlung phm or III' 
opponents loi midway, Lullwa.fle. Ca.na.da. Victoi 
Tr.lgyesy.JMBrJiannis.oiiLaT.a.Oni.ar.ofcJcliXsJJs. 



Aserap playrr sivi.-. :i .-i r hi. l'-:4Tif «- 1. ;.,-,:.' V. J,., 
U^nCfa Will pl*v oihere loflking for club Fred Dale, 

w«i iv lvli.li. 'I'j. 1 .ikes.-.i..id. i.i-'-iii.H. :•- -*-,«. 



JantuyArl, 
aargame club. 

■< I i.lorado 

■A-itraf-c plivr: u-nlied. ,\.f.t 12 In 1 1. Im,. ■■'.li ■■■ p; L ,idl- 
»nh me Jiave ..:...! AH gamea David Knowhon, 2e 
Dwp^tiwl ]]r. Avon.CT06«Wl,fZaj)n91-4TJ2 
Wi,|iiL.pitiehAir.jii M-l^umes Mu.r bec.implece and in 
v.uird eundinon. WLII answer a LI mail pinmpck Send 
dewripticn and prist ul gaffle Randall Koii, ->51. 
iiurnan. Ha.. CUumora. I I W-L.r. i;iJ.')4*A-1> gU 

V, n.lL/r 1 1 . 1 ■- l: 1 ■ i-l 1PI3 "."■ ,'■".•& nr ht'ler It I |i!:i-.r 

mini AH land ballk gailiea. Free >pa«hei|| diLnnrr 

available. Where ire you Glen Cjpnio. Ronald M 
Palmer. 13a CaLlLtis St. Apr. 104. Harlnrd. CO »lli, 



9 111 opponent powibly 

1 r« musi AH twm". chcu *nd WW II miniaiuro 

rylinllin giiii:_=r^ Ilk A l-'.i v m ,iimi?.: n r;-?MCs 



ll..ps ■-. I'd . I..„|-::.!i/. MD .!.■: . A»-TS64. 

■■id'iiiT ~r.> ji.iiiiV-:' nee- pbiii ..ipp;i'iei.i. il.-i (Kiivsbvijv 

nearby. RLcbard S. Hrrwn. iil.1 Ready Ave.. Bahimnn;, 

MP .21:212. 

Want to llnel experienced players tn To*%on area for 

Kniyhts-LVLimJ Rd.. Balnmo ni. MM :i -1-. i.'.i'K^ 1 
AieragfjiifiiJ pl.iWi uiihet III npparitro ih 1-Jt4. 
Midu-iy. Guadtilcaniik Kich-war. Ssmarek alto willinj 
in play any uiher AH battle game. Mtd Lean, *2l> W. 
I i,i..-:ir; I1»l H . ll :in... ir. '.lit . 'IM! J)iT.',l^4' 
Help! I need an oppane-nl For h ranee In. r.vn;el. irril.;, 
Kurps, Richthulen'% Mar, B-fafcf Will kam cthti AH' 
(3(1,(1- M OPly. Bob Wetu. 3J34 l.vnnt IHavr-r Dr..[ 
Lt.Linr— r. ML' .-.;'■■: v-s.^i. 

f(i:ii!-:rji:i ....iilli, ! Lint.. I:...i.r.^ J ,n "if 11 J i ;;,i null .Il.Ilh 

A. Lang. II, SI 17 HiijftL-fnniing. Ci.lumt.ii. MDI[q44.' 

731MMJ ^^ ; 

AH and DiplnmricY gainei air jilaj-ed ai the CWC. Call 

465-0446 or 747-«a3. Paul Dimi. MIT Manmdaie La.. 
Mhtnu <:-<y, viL>j|ijJJ_ 

I mikirijj I... .-.riii.-ili In ...in Ml ^iinp Will.n). In 

iMrn inoiC I dnn - l Have Jan>ei W»llrer. 19157 St.i 
!.. I. ..-.:...:, I ,. 'Lfll.-.n. ,■ \;| 1 .'.,-,, T, Ili-IMI. 
Sak.: AruJo, Jul Land. Bismarck. Minimum bid: S6.H 



OPPONENTS WJUTTtTf 

Help! 1 1 year old gUfm necdf 111 piayrr fnr R.W and 
O.S. ahd a pl*y« 10 W-fh nit A.K.. D-day. and Bulge. 
Jjme.Xiine. ITSiDneCieii.Sr Joieph. MO645061JJ- 
HS9. 

Need pbm oppimc-ili (of S-grid. W-loo and B-kriej, 
Dtiirt a.-eraje 10 uood player. OuartatM a fighi 10 ihr 
end Any wsrgamrrt in Mi!nl'iH"Pelei K, ManiFL.P.O, 
Bo. Ul. Forsyih. MT BJ27. t. 406 ] ?5 c-2 ft 1 1 

^i , i■,; i:."i-' :-: r \ -.-; ■- 1 - r •*■ ■;-.:• ■ iiiiirn 

Blilklieg Phm Stii.iriLiCjcl jLLL-pi.ihlc islso. Paul Gar- 
dner. T3I0 Maple Si Apt. ltti.Uni.aha, N8t«lH.J& 

BW 

r-Kpe ne need h s assdplayei lookm^l'Jr l>pi c:'' ' I 

in area. Arty AH pmi Alsil. tflBJDM Mil Iheie l! tired rf 
AnicA J II cake 11 all youf hands. Craig Mttttm, 13*241 
M ,;■..!. 11 1 . ■ '■■iii.i , "-I 1 '■-;.:-. -■■--'- i-l.' 



NeeJ opponents 111 lor Boll. I. j.1'1. [jernuniin Ehilfealuii 
hjcJi 10 b-uy any used AH jamts cheap Kevin Hint. Jot 

En gl i t-h Rd., Ne- p.isCmi. Ml UWTit, <WJ}4jT-ZT^. ' 



H older-new Sib . l'Mn-:m "•■II '■,•■>*_ ^;-_2-H 

Averuge plavci H£ti1i 111 oppLmcnn lor A.X.. L.uli.. S- 
ffii. Miu**y, teich Vine. JB Amun Ave., Barringlon, 
Ml MOOT S47-»7 r >. I 

Help IKint; fur <li iillpyncnrs II..1V1 L .|rr lI 1 nil .nillL-1 

mylacciii. Aeer«>i we n^ iw + 1 ft> P or !>, e<,jciu«<c n'a *ar ■ 

and MiduvBv. WilL phm B oh 8. Miie McCormncl. ii 

Cialloping Hill.. Hj^.iiiu Kidjw. V '. •^'>2 i>. 1th- IW 

V-. ■ :.._. .idiiii |...;-:! .-.■-■-. I"! plllcrl.i •■! cillfljc ad nil 

agein Morriiarra. Moss AHgarari Alsu-.anyclubs Jtere'.' 
Mtcfaad Oiinnone, 2i Hickory n, Apt- HS». 
CtOllham Iwmp., MJ nT92fL, 8J2-2HI 



1. :-i.m 



kilh *t t 

■ . vi 1 j ;i 



ri for D-dav Pif Guad. B-krieg. 
, PB. RW. Lull. F'lMO. Atiybudyin set. SWRf. Any aUeJ playeoi Joi 
>s a (od rid. i| now l"IL KU1 fini 



. . : Ls.-!i. I _: ■..■ IV. 

Meinniael; Valley Chaplei ollbt S-ptliap (nternajl io.n_u,C| 
Com pel 11 ion League al 47 t'™i -it.. Andoser. MA.' 
Kenneth >:. Uurle. HIS fond Si.. Billenca. MA UKHO,' 



rFrnTurhultK.e 



. .irul ,\!iik 1 k- ,■■,! 



Mark idpp, 53S highland. Ledyild. CT 



M3», f2M3)«tVWjl7 



Si .si ■ pp.Mh-i:r>- :•..■::.■ llvlj' 1 I „■■ r Ivjih ..r.d ■:•-'.■ 

gamcilnun many publLihcn! HI on],. Dcnni. Wjllick. 
7620 1-li.ir.ingside Dr., Aashm^on. DC 10(111. 7BS- 



Wewflldri :■• n'.hnappain Parii 01 cojnac in Berlin, fbm 
Pl-dO, Eilhtl HHdr light lo llic death Fti anylbing. HaVc 

ttimi games, will Piuy. C.ien-rgr Lvnn. Ilo^ 6^. I'ck^rd 
ColkgcSt. P tKr-n.,-|g I 1 J tM.i. .jililttM-ia 



*"inlcd ?bhi i>fp»r.ii. ..1 fliii: Mrtr rnle elarifiFa- 
non. u* iliab beipn! Fit m 1 du.i,ii-in-t ,: ;i'tsi..n' (Iroige 
MaiLey. NJ6 Wjiarr. Lewitlun, IN al^'l. 74»3SJQ. 



I ■' ■" ^ H-! ■ 1 -" IVd.n..: IInIl,,- ilj-.riiJMKs I . 

I .in.. Biucjank. I-. rjQjjjj 1. Jif.t r . .'iiTI. 

II .■■.- -.■i''i|ii;^T.i""l , '-ii S;nd I'irsi ; L-hinef- m jt. 



■\n 1 i.i--;i-:.l:l- ic:d I -ki.n .1 :i! (.: ' 1 - 1 1 Vl.i, I it-irih:- 
pnee anJ condilion. Any Iff ground DeVclpi where are 
sou. PaiEgari UZo Elicabeih Lombard, IL60I4IS.637- 

0442 

Rt(Jnner would like paiient pbm or lr1 in Blitzkrieg. 
Sia.lingiad. IJ-Day. Age 2^ v-'ilL pLay all opp. Lairy A. j 

IjMLin. Im UJ- VLJ-inij 1.1 . I'emm. IL MbU ' 

Wi.nlcd Hisrau.ck. L'bmil. Jul land. Anno Will p.iS- 
almosi anyihing, Joe Sikonki. 1410 N. laihcup .Ave,. - 

R.11^. FortH, n wn:^. i ill;Wi.-.)J, 

v.".i-ii-,l ir ivppntwnl-. Iit I'SIik. B-knec. IJilni ..n, 
Sulingrad. Are ibcrc any uaigamers in Randolph 
CoUPlV WIWir.cn R. Aihef, «« I. SpB-na, J| f.2?B6, 

n-,s-iJ-i--i^g. 

Hill bin AnTio lor S50.00 il in jjimd conrtLtion " ilh .ill 
picr.cn original. Doug Bcrgcr. Bh lb Cherry. Winndka. !L 
MJQ4J, J4ft-t74T ^_^ 



vi_.,sc,n u.- v„.it! -.iii. IV 464)13, 049.J7itb, 

Wiil,:"io I..:-. UN .ktcL.nJ. ji-hewsl Mn.i hvr playahle! 
Yum name price, tun Pyle. 1 3 I ! KaiLalh, Anderson. IN - 

4WI2 jiPH-il-aiTI. . ._ 

i oiikirij. I.".- ill in k lehnnind aiea I play F-*l. l)-day. 
Bulge. S-grad Bul la-oiite is Lull, Warn pbm loo. Gat y 
Wilwi, Hsn - 1 . i^i-L.m. is ;;i:.l 



pLdse -write anyv-ay. Ftf or pbm (ill. kju) 1 olva Bllir. 
Bulge. R-wai, l.utt.. U-day. F-Siw, S-grad. Roger 
Cjine, 2t,2g Kb. Hairioui Lr... Indianapolis, L« 46JJ7. 
7B7-Se-!5. 



hi id.gr. MAI3;i3r3.4°M4l7. 

Wanted: one top'i t"l L .,:LV.o.s\.ll<- Will pay by theshape' 
ai the games in That is CHanoelorsville. William 
Mjfjjajj Pine St.. [Jover. MA DJ030. 78Hma. 
Pbni loi Slilinajiid. D-day. titiadiiliiLiia'. ktitr.soiel ..!■ 
(Il *|s.i> Midway and oiher or any war game you ciavei 
jjabn I- DiLin. -13 Marie Ave., f.seiett. MA U2I4B. | 
A J esyeuod player ol 13»™hei 10 play Elf Mid-ay. 19 H. 
IJ^tay'tM.H-iiH, Lulrwaltr U-krLcg .Will pUy ilChrr AH 
games ilvou ran provide. Larry Lehoujli. 4 Monadnoek 

Rd.. NewiLin, MA 0216?. .liUMWlV) 

W s tH M to? Humaick and L'-hoat In fanly f.ood 
"ic.ndiiir.ri Send pnee; and conditions Edwaid Orlul, 21 

River, Went Wanren. MA D\092. . 

V: ' ,:..!■. - ■■:: ::.!i -.-. ipe--.ii Lie winning wanls 

P'Mii; Phm opponents Ruben Cunin. J78C 

t.lrrn,>.. n.cl S: . IV i, r,Y Jtl : MA DUu7 W^ljuft. 

Ait rapt p';..i.t 11: hich -..■ i h ■: ■! . jy 1 ■ ■-fr-iiij: 111 -■prii'L'ni- 
in AX. P banC, S-gnd- Prrlei you to be in area ufClio- 
FTifll. Aftdy PlqompuLk, Clio Fid.. Clio. M L 4S4M, 6Sti- 
01 H, 

M'.iVsl; I l.'ii. ;-:i7iirrl J ,ii|iLg u .I ..o^i.ejnd eliminate all 

FTF opponents al Waterloo. AfKkl Korps. Bulge. Steve 
I'.^l.-LjV " IMr ssidM.I . ll.-iLih.i ln. Ml 4 ^1 :-i. W-ii.ici.i 
Wantedl Pbm orlil opponent in Midway. Stulirigral. 

will pucihj.e David KoslosVv . :ns5is IIm-.tIitcI:. IJedr- 

born Hjjbls.. ML4KIJ7. S7S-2W.1. , 

U'lintet- ansinT j- 1 1 1 n,r. hirh pi iit Inr gncVd eofldilion 
game Ftf opponenis (flr any AH jratne Torn Latey. 
1669ft Berih Kd . JIl -i.;.,;. Ml 4SJ. |. i. -^JJ-WiD. ' 

Mdio Deliotl PBIHK <2> and MuJtiplayei gamingv 3so 
red latM Rigularlv meeting eJub. Maiurh; preleitd. 
MtjA IMOAV! and IGHIP AlTiliaied. Mike Bari- 
mkowiki. M3 StevrtLrt. Lincoln Park. Ml 4SI4P. UBH 

,744, 

WanEed. tr-canal. Ktjs.m.hl.- |m,. Wiriied: pbm (i- 
bcrg; good corldiliivti: also waoied 1 phm Midway rule*. 
and opponent Lyb Mindlin. 23711 Beverly. Oal Park. 

Ml ga i I 1. '74 2 1 

WinKcJ lll"npp v n,'n- : l.r K--.p:.r t..nhi I.' 11.11 ,<M 

war'game clubs. Lloyd Whiw.Jr. P.1 J. Bon Ml. Saul! 

Me Marie. Ml a97tijl. 

■iVi.l ivi :t.sSi'::nPr ;•!■..■;■ \:-- linn ■ < '=■„ : l :■ I-. ■ " ■- 1 '!!.■ 
mupbuanl ami CR I 111 lilhIl- phi.ii.yiaphic copies. Also 
wish lo buv CAO FtfiO All Ittlers an<uered Ronald S 

i r- : ; s^y-, 1. [■:, .!,-: , ?.-%l i .' W -IVB '.-- I -i ■,:■*■ "£•_ 

Liniliiisii loi itoi'Lj :"|'- ■■; I11-1- ii.i 1 ■hoar, luilnnd, 

■\ii/ki WlII bu\ Icmrsl Nd Ai«i v.ill pl,.v P-HLlCj Chnlj!. 

I Lunelle, pbmiiPiiMittavi.L) Erie Kvlto.9l3Claiisen. 
AlheiLlcj. VW.' 1MWJ. 373^6^1 




I -I. '44. 



Forsa 



L7 .,!.. 



L-.l-llhl 



,.iibd 



I'W (.gmidl Best uiTo by Easiei. inel. posiagc. David 
Buiiger. 4222 Hiekory Road, MiihawaJca, 171 46544. 

1 ,irn I;.sic|.'lj ["iji-.toik i.ppUi F'jnrerSlilf by mail I win 
pul up Ihr b*M light I knciV BOW. All Ktttf] will br 
■lUwnTcd, Jon Rumtsaugh. «l S. Indiana S'l.. Warsaw. 

IS 4W8ft io7-i5S4. 

A t lii„,i t ' sirt.l ,irvp c5 iwmr! Phm or HI |.ult. Panier. 

KM, College jr. play anyone Achlung! Timolhv Wba-j 
comb. Hi'Kiii.ii. j ".[■' ■ ■■ K 1 ' '-smi'. ■ ■li..' 4. -.Pi. 
\., -.i,:;- ■■;. i-l ,il ! " ".si ,■■ ..;.>, v.i'iu i,.« j ri y jrjnie Will ■ 
buy An..ii>. Bismarck and U-bnal. hUrl Mcdaiy., Rojii 

2 i-uiikt.jii. KV MH1I, ;2).2ll2. 

L Bl(i«r. 740* Patrirl Hemy. RD !. UllirWBt. K.Y 

4ti2i4 :.w:ljh.i.jm2. 



.lalingrad. DJily. 

and good reeuitt for quick; 

fill plity lo Ur-Liei end. BiU H1U, Bo* SrBj 

s ■■..J?. ,hC.il^4 1IVJJ 

Oppnnenls wiintcd foi P-la/crJlliCJ Volt pici Srtndiio. 
I'll pick Sido Ciui w nln sci ucr 2i. Hj.sc jddnicn vanelj, 
TotnJeuo.9l7 F.sscs S F . M-vl. MS SS4 1 4. 3 1 g- r721V 
il-.;-, -.!-, f.j: it j.,,.-,-. | i.iii i, w.inlril b\ a novice player. I 
preTer being Big Red No phm ei and noplim til. Guy 

lira. Hi S Warner V.4.. N Si Paill. MN 'SIM, 

itjl2)J77-il53 

Wanted' Average olayei lo. Africa ko.ps. t- S p«L 
Midway, BhUkncg. Slalingrad. France 1940. . WaierlOtj. 
ti PanTrrhtici. Sorry nu pbm'i' David Haiher. 64U 7nd : 
St . l.iilfpmt. MS 1Q?DI, HIS<-7U24. 

iclTVi J-ji'a -J . 1 - ■■■- iJ-"' ••-. (■*■! « 
'iradi for AK or S-grad. Pt-m K-vpiel, BiLI ihrntt, P.O. 

line K l.r.singlin. MS )v}QVi. IM1 1 IcLU. [6lg. 

V hi jus 1 TFTF " |'.i 1 1 f ci i- : u-rTn 1 1 -1: r-. ~\ "ii:iiss Dvuis-. i-'.ii.il" 
needgmid iiLsski opponenis. WUIpolDMbM/iE his place 
in any pbm games ul panreihlilj'. Hiiuptrtlinn Owrfil. 

1101 ilnveriity. Columoia. MO'ftSiOl, 1 >l4)44I-fMi. 

IJesire ill up.ponerti' lu-r all *»rgamt» in t-C ares, Will 
kam anv wargamc that doeJiiil, WViuld |lk(lf>purehai( 
Aniio. Edwin Sairrisla. till Hnm.iny Rd.. KantasCily. 
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Aduh brgLnnfr seeks llf player 

sever untried AH gimn. Jefl Brown. IV? M. UlenHood, 

h..nwi..id. M O'llJI. HS1-IHJS. 

^vtraic jilull pl.Lvri need p'!-' i'l'i'-Mir-rils for Bulge alio 
would like to Icain A.K.. Eilhcr pbm or III. Have AK- LO 1 
use in pbm. Tom Billie. . Jr ., 1 W Jewell Si .. Gufietii. MJ 

07026. «7B-Ot38l _^_ 

Avefage-^C"jd pbm ptjyer 1or S-grad. will lair rilhrr 
side, beiicr with Russians Planning ro get pb.m knit lor 
AK. W-loo. Mid «jv .sin! Ikilj.kr.tii llruce Wjndelillasei . 
123 AumotlDl Rd ,'Mlhv»»h, VJ Q74JP. JH-JIM 

Vi'Adnll 1. pp.ii: I I1I---1 Sli.i.t Uanlcii ,i-i l.-.ti- l.il.l.t 

plciy of all pithlhsheis ikliiics Sieve l.iit. A f:iserihoisei. 

Mauiiaii, SJ iS77j:, ioiwgZ37. 

W: J f i :-i.Li-.-rm pM-itrvr AHgames W"anL Anrio. Will 
iradESii^kM>rhei.Verdici.OMManagcmcrnirovrSlo.lW 
C.0.1 l-rant San Miguel 1 1 14 Roberls Ave.. May* 



allied playen lor Bulge. MosL know idles No yirietu'a 
AH ruka only. No novieet please John Muck Ley. 1410 
Si.L. [c Rd . Surrhlitld. SI DSI2S I C4JMIK4I..J674. 
\.,,..r,,.r, Hj.Mine scarf, al EM All james in mini 
eondilian G-canaL 1414, IT II. IG-hitrg hies veml: 
■ Parker Bros 1363): Puoimaik break) Jin Fraak 
La8rulo. 105 Milligin Fl~. 5c Orange. NJ 0-7079. 762-' 

fiUtl . 

S 1 war gamers send 1 11c n.ifil:- jddle;s and lOscnl uarnp 

and I'll rciurn 11 with iiited wirgameriin your sku, also 

buy and sell wargameb. l.anre (Iro.s. IS Alpine trill. 

Sparta. NJ 0TK7I, T»-9Tffl 

n'irn i...hi,'.!pi'i.ilLirs wiiL. wi.j. d.pl;,! i.-.er lilt im please 
unite lo esiabLish whedule 01 nci. I pluy mon AH gamti , 
and cht!^ WZOIS. William A. FamrLe. iH6 Palisade 

Ave, Jcanet-k. S 67666, i ! .s ■:..;■ ;jJ 

1, ■■■■,! pl.ivt: l,i,!i.i;.s: - :ru-r pJayeni) in Trenion- 

Men-erCoisnij'Ji'a play Midsu,v-. | u-h., Rieh-w-a'. md 
msny otners. Fil only, still learn any Barnes, you wish. 
Mite K.ecgau.4IJ3 So Contact Ave.. Trcnltm. TiJ IILst-IS. 

aKS-iilT. 

Will sell Wi-ltm 15,1111 I nused |i)l4lorSA.l«J..ii imde For 
Stalingrad, ulllo-td F7 1«0. »■!» uill pa> postage also 
.eetmj good pbm Phllii (am! Cirl SrlMirliala, IH 
Hoqver Ave.. Weslwood P . NJ 07671. U64-I72;. 
Denpciatelj ■Janl Ciar'algai ^jrne iS'jiii sei.iMil 
Generals- Want hand-m jde. irriurd copies ol games 
send lilt. Wanl books.'cnags. on wargaming. history. 
"iuftcn" foi nag. WUnBtl L.airy I.. Boil. 3d Militaiy 
Police hilringcn Deiai; hinerll , APO. NT 097131. MT-70 

7J4B. 

I ired of s'lpms ..in ■■ ripen (..I;. 1 pun I :'indlunjns«inraTig 
■hyniore? Tom Heu will cchew yom hiimilit) in pbm 
Lufi, Bulje. RW, want to t>uy AK! Tan iTbe &ig "D 
lle«. 27 pines- ie« His ^s,. i; .s^ jajij,, -jj„9;„. s';.i 



-■■■■ i -:■■•• ■ ■!■;.. I -■■■!. ■ i ... '■'. :l 1 .ip|i..i:rms and 

game maatcts m 111,11 me Im nryanuing game. Also ftf 

D.piyiMcy NYC sres., Rsmfh Uwuto. 401 Sill A^e.. 

Bf.K.Uv-n. S I 1 1121'. i:i2i-hHh-^ 

i . ;""S.iiV "i.-.im^i .11:- I I - js. iiLKsstiuis til hiullcsl 
biddrrj. Iralalgar h L ds siarl ir J7JJ and fietlvstiuia ai . 

<Lisierki. MMharun St.. rirocklyiL. S"i 1151 l.(!l7_IEvT- 



L'olkgr sludenl. raw begnlher. 2(r, dcanta pb«l Or 111 in, 
any All svargamcoi rtisehall Fimih-all leny Puchs. 2m' 
ll.sjh^.i. Ast ll ulhal... SY I4JL5. HJ7-6eLIS. 



r-ragelbiBlncboal players 
laamc. John P'ncdgcn. Jr. 
- 133-17. 673-Jftbc; 



Nt_Mj|-.n7J-;iJfiX 

Whtrt Htl rnellirWiBhuyAmioinperletilcond. ALin- 
W3I.I back iaaoct to General. Am Hill selling Pjhl Ud- 
Cuad pails I don't need. Jiihn |yAddjrio..»JGtetnbi«h 

Si . CiaiLniiJ. NY IJ0 4i. l.M7>7S>CHil4. 

liircCt'-riiJ in puic^aMiiij ill used AH games. Also pbm' 
Rliuknig. will go hall on pbm kil write K & DiinoSue. , 
■ ir.ininci.'-. C-imjiici. M 1 ni-ip. ■.<■';';■! ;;.; <■' 

\.:n- ..-ltd. ,1.11 .-...:[■ ■■.. I '.: 1, ■ , mi, l.l.i. 11 I ul .» .11- ■ 

lot evfual Alio want phm lor Fr 1940, eg a toumamtiu, 
|UBC ol R. War Will buy I9|J. Cljoflrcy Meiiiner. IOT 

Wli.i.u.n Ave.. l-»fc Kill , \V I2>24, WI-aiM . 

Would like novice opponacu for pbm F-W. Alio pbm 
A.K., if you supply kiln. Wuh to buy Anr.io in good 
ti>ndHi>n' Hurt Nalaon. Lb Slrullord An .. Gncnlawn. 

Help 1 S ! ,i i !■ ■-■ iTT.ii Ta.-iLfv. S gTiiiTTFdfl"." I uii 
and Hub's. Isb'i mere anyone in Nassau or vicinily -wlio 
wanes to play the insincible geneiol. Warren Schanbac* 
1. MY IIHT. .ilrVjHi-Olgj. 



N*w 


..-ip..riiin-. Kir liu.jtt S-^r:id. n-div, B-krieg. Will 




.-. p:i ivii KH game 


Wi.h io bu> P-fc-hij- 


and! moH 










59 Sucker Wd.. Ithaca. 


rY MgSO. 2S7-06H). 






kci play in Base-ball 








. Alno svili play 


f>F in Ithica area 


Will buy 


tew 


na blr priced games 


Oregorv Rubin. 194 


1. Annua 


S1 . 


UublNY I4»50. |rn07 t 271-h'rfjcj 





Tiiilruj offen for Chaneelliirsvilk. hcs. (ii-iv--.l.!jiy. AJT 
lio, C-boai. Guadalcanal. 1914, Juiland. May not sell 
tliem depends on oilers. Am reluct am lo lose any. Bud 
Ferguson. 20 I'aLrview Hd.. Weil. MassaptLpja, \\ 
1758, 5414)167 



Wanted Phm rJlit/lrieg i-pponenui Also 



d played 






OPPONENTS WANTED 

,CioocJ player seels ,--[ c"'v i\" W l;, v . IJ-day. S-gradl 

arid Bof B Unly pbm. Yod provide ihteti. All letters, 
iiuwerea.. Luis Roiales. 37J W. 4Sih St.. NY. NY I0OM-.' 

5M-W31- i 

HLSJiichoo; ntiviceuii. ill li.tlay i.sr jnilhingy-nu havej 
Will also pbm [>-daydyouierLdkli Any uluhs or players 
in my ar ( a7 Hand, Miller, EtOJ Pine Iree. Bui.lJ.Cwego, 

, SY IW27. iMlinaT-LOgy. _^ 

Warned; Oppuni-.i't ph~, :,.. P/Ahl.u and I.MllwajTc 

'AJtofllfOfOllldOorSurvivalandlhepjecceding. Uana : 
Brunei, LR Sunnyside Blvd.. Plainview. NY HSU!. 

: (576)Wa2l72. ; 

Will i:adt iiiiiid c.iiid'ilioii I j!1 !n fi,. 1 Il-Jii. Need ;i 

,li-l7 year old ftu^sian in pbm Stalingrad. I have a pbm 

[IrJt Mu-haeL Mrnliti. 72 L>ebvra Dr., rUrarinr, HI" 
HO J. 931-031 



OPPONENTS WANTED 



is sun war gaming elub"' I live li-kneg. Midway 
R Wjr. W.ril in buy U-boat Will phm above games 

Gftgory H*LLsec. I3t0 Culver iCd.. Roebeslrr. NY I46M 
6S4-°5J7 



F- 1 1 iipponcnL l"i I ranet W) v.. ; V .ji| rtqup,-,. tjit 
P. M Played age 20 oi OKI f-referervet Stanley ' 
[Dreielo. Jr.. ■ 101 Crynlal St, SehrLtclody. NY 12303. 
* 3J5- j.MQ. 

Want l.i bu) good cond. G-canal and FJ-marck al 

reasonable pr.Lca All kliera inswered WlII buy Irom 
losuslbiddefitd will pvii.riirpi^Ljfjr RnbeJIL Merrill. 

MnllmiL- S.i uih. syo.i 



-| Tel7-»6^T '^ 

l:iii-o:.;l m si ,i i m nun ny ■Mill iiiiph.i!i' .in jiisiMiiLal' 
analyc.sr Wr could roe what you want! WO offcTal 
numerous lucal deliviiiis. con;, connumer Wf'tTft, 
publishing, postal Diplomacy Hictojical Inierpreiaiion 
Org. P.O. BCOI 651. W{ ? | FMgs), ND 584378, 2H2-4JSS. 
l-i.p-n pi.ivri ,ii liiph ..lino I age desires opponents lo.r' 
Pan«jbllU. Eipeiis only I will answer all mail. Kyle; 

Bajlar. MI6 Winton Ave., Akinn. {IH 44320 ( 

sired 111 opponents foi 1 1 1 p l.irn-i .;■. and All land. 
watgamts, E. James Harsncy, 24 tfcnlon Ate, rtusLin- 

i,swn, III! «6n. T9s.7<J6. ' 

Will sell ChBTicrlLmaviile in vei) good eondiiiun Best- 
offer over S2.-i.0si I pay postage. Keiih I. Nelwo. J}: 
Barren Rd.. Apr al I. Beret.. OH 4401. . a2CL-34lk 



:i. OH J4'n.i 



t Comi 



oeller. MMOafor 



, Chris MeOddlc and anyone else in the East Cleveland! 

-iih. .i In ill.,-..- .,.■.--. il. '•- ladull ph..rrwan|sll[lcirall_ 

AH ^mes esp. Stg., MLdwav, Wtrioo. Bulge A Bliir .1 
Robert Haverstrav. |i)'5~ ( hilliii.lhe Kd Olaierland, 
OH 44026 245-Jlt.i)_ * 



Wanlcd 1 W\ ,i h„. Irni.iud «,ll rs ; ,, SI2 00 (I pay, 

posiajce) Jo to M leyes. II Huggc St.. Daylon. OH' 
■ 4^-ilr". :.ll-3K37 . 

if I me knuis. an attempt b being made Lo lormone. Kim, 
" R Younca. 2937 Wood.^ay Ax. Daylon, OH *!*0S, 

JT4-I34C7 . ; 

Setdciipiol Juiland. Phrn or llf in P.blLcv. B-krieg. F-Jtl. 
PJ Outdooj Snrvival I answer all IcLlers. Any 1^14 
pla vers lell lor pbm plnj/'Scoll liver. 3219 S Rc» C S.4ia. 

sir_t",'ii (iri4.inlri t.^ 1^1. 

,v";-.i phiv. In.: orcicr HI M-nay, An/Lo H-k:;ec. I'-hiisf 
eahers Also any eluns lolrdo area? We need help- Are 

, average players 14-15 vrs. age. Chris Kane. 435 Sylvan- 
da It. s 'regon. OH JJUIU, I4I9I&9 3 -394J 

Wan Led l ; tl ..pp.", mis lor's c...'. 1' bhlr I ufs. IIH 
Kb. Midway and oilier nargaines hnptn aduli player 
mil pbm. James Das. 2S4D Sehitieder Cl.. Toledo OH 

431,1 I.14I 9-M 72-7 714. ^___ 

".' ,.■. ■.!.; ■ ■ '•' ■ , 

Ipb-ra G-burg. l*-dav. S-g'-id. A'i>.ps. Bulge. B-kiic$. 

, (914. K-gpitl. 07 rjliii, l.-walle. h-IMO, Nc-HI Mark 
i ' -.; ■ ; ■ :- : - vi. 1 . .;:;..; :: -.: nil Ji.i.i 

I .!■• piaicf ..c.L- J'- -cck. rn ..pp.ine.-.c- i.ir .m - ^ -*hl uji 

have no kits RonaU I. Dtatia. S3CSM Eiidie-up. La-fton, 

ills : 3MH . J H-47H 

W, uhu"y'ib«u..irt-| ,:". ! ciir Cull. ngoodrandilional 

lllir puce Ai-mage colleje pklyer seeking opponents loi 
BuJje. Qmytbail and Battle Cry Warren Duncan 
K I S.C.Lu^rtHiP G-^.Tlileiuah.OK744tn . 4i-n-,»TTT. 
Help! Need someone i« pbm AK, BB 111 D'day. AK, 
Midway. Wanl In |oin (ltib in area pk*se C(>nlaCl, Mck 

felllrn. 4*W S ''-L I i'l I LI l~.it Ll-K "-1 1-^,1.?--] i-MW 

'Hell Ai! licnpiiE, M.isi.i/.emrru. fSlejeh. Jutland 5-7 jrj|4. 
jJUfcO QtO, till each Catneloc (!95S), worn,, S20. 

Fostage rslra. Jay Rtrue. 3HS W Hih. Eugene. OR, 

974D2. J4J-MH 

lAmnoJO p la ye r i>.anl.pbm opponenli for Ag., Wgwloo. 

D-day Also games. Please call list Hnllie Russell. 3746 
Wt |7ih. tjrnrta.in.OR btojq, t»o-3420. 

ll.l-.'c" I-.,! il, II - |V.-.!i- |l|.,S SJ. ,lli i*iL,,.iiii,n ,li 

Ptitlland am. Have 1 1 AH games. Anyone wane to sell a 
'(.upy "I" Soltliftki' Jim Row. 243o N.E. 25th. FoiiLand. 

| oR a 7;i2. sm-maa 

(■if n. ..i iiesiii-d !■ s pi-Liciisvil pinsei r..,i. „;; gaiv,,^ Ivill 
cichanf(e visits with 50 m.Lr radius. l)»ve WjUlimiTllinir 
are you 1 Kaymond D. Clark. Gri«r Sehorjl. All0on«. PA 

'rtat6. ts*4iM 



Pbn, opp.irtvuiv loi Wile . I.ofl. R-var. Netc 
pbm kit. Steven E Ctltt, Etc. 144, Benders 

rim., j -1'ih-.^i 



: PA 



\iirage vsjitjiiie: J. .i; .-■:;- ■■■■■: fins in Kncgspiel. R- 

■ar, or any other games. Wnh m bilf tU All rjmVM 

iperially diseonnnuing games. CiUBianlMd reply. W't, 
k..s.ir,,,i.. ;> u-iiii.n.if, I'l Umiiiiihcni. I'A IHDH 

Ni.vier h.s djje Wiints fll phm I... Mid. .ly.G- canal. AK. 

HiL-, ... 1. us. tiinntir i.r, is f l. ha-- good Jut land enctJlanl S.- 

(ia.d. WUI imdi « un wriiei M*t Kovati. Ko 3. 

Sprinjtlaie Run Rd.. t'orainpoliv PA I SI &S r 43 7- . H3 
Ine Odiveraliy ul f tnnsslviliu, vVwpmmem [, into 

you join us? Call John Desmond al (2l 5)626-1 ibfr lor 
'iiniii..lnhpDes4nrind.o5^-ADreMlAve..Dreielllill.PA 

isxrit. 

V.,.'.!jr-.Kt ,ipp,-LtnL.in jus lHitn<i,ni c Canl.i,.cl]S 
niiki maximum, or host, til only Buy eertam A.H 
waegunie) like tunlaii *VqaiIM dub! Urnnis BriLjg>. 666 
^Imnt Hd.. 1-iie. Pa iftM I. i»:-ju<4 -tjn 
'Will phm any tine anywhere S-grad. A-korps. W-loo. C- 
;berg. Itli, Rlcli-w-ar. I promise OUitk 4Pd inieOHIIng 
'games Richard Dengel. ili (. Fssca RAve.Lansdowru, 

PA I9QJ0. B4-|t|t> 

Wgnlcd Fi! ,.. f'hm .ip.p.ms-nv m rHilr-kneg. P-blili. 
1914. Geiiyusuuare) Have nu pbin kits but siriil buv 
Jhem. Any clubs in Beiwiekarea Jctl Mitfc. Vullev View 
[fr . Iii,. H.. Milrlmville. l-\ I.H63I. ^9-Tjiiy 
Asvi.iki- .ul ill ..■-■-s :— rn ,V .!' ,,pp . n ■_• 1 1 1.-. Ir.i .ill H'll M 
j AH games. Wain lo buy Chantellntsville. Send Prices 
M Will alio buy old <>r;n(fatii in goud cuntfilion Michael 
'[(.vnski.Jr.. ISih ADA Ciraup. Oaldale Pa r^LiJi 27h. 

: 18(» f M 401 

Avenge player desi res fifoppnitems in Phi Indclptiia area. 1 
Will nlsy all AH games. Patrick Barnes, IK39 Subs Si,, 

i'h,l.,.li-i|.i,., I'A I'IN. I I ".IS" 

Will buy Anfio. rfsirurek and Tm . CW. Li-B. Paul. 
JCoekjefJi. U2i I'enn. Ave, PjushurBji. PA |H!I, 

NI2 1243-1 yt: 

'WillsWiii miu' lis- u'nisisr.csmUHnrlj.ti.oJIi.iK- 

spiel Also ft! Yuu pick aide We are Wargame Ctab 
jGovd Ipck; StukMl Filiefl Wargamen. P.O. Boa 124. 

j RockM-.iod. PA 15557. 12r>-3723, 

lAdull player of average si III desires 111 up psinenLs Fer VI- 
'way. Li -burg. lacCio * oiher games, imludmgserabble 
IBruce Allan Brmser. (ierluff R.sjd. Sehwenksville. P* 



way. l.-luU, 
Init fented u 



Wanl pbm opponenrt tot D-day. CR Midwi 
Bliiak. Bulge. Doni have kits but will improvise. V 
onlyplayalliM. Willans.rr all ktieii. William Hogan. 
k,-nni n >,■: . ^ .ilfllciJKI ■- ■?n;", 1411 1 i:i,i.7 | }lj 



anything Minralurei? p rn, UT a Seven Years War jj-my. 
liime Medievals loo Uow .bom ,t J Stephen P Heniiak. 

' '■■' ; '^ "'> I -• ' h-jilt.sic-.-i si. . -nu-. -r,i» Hm 
' As erase Inch school age wishes pbm ebess. Also fll ?-■ 
hbli. Origins.. B-krieg. K-ipml. l.ell ish-ury. and bi.ns 
oihei games. Dtapeialc need lor thr il opp^nenl, John 
Caldwell 107 Htlltresl Ave.. Clemion. S( hhll ri54- ; 

|112£ I 

l-cie ndly loe lor ruslybesdnner-lo-average player, pbm K- 1 
spiel P-blit/. Ani/io. Fianee 40 Have Ins ftrr PblnMii 

Kipitl lalH Will »«rk out Anuo, F-40. W.IIims F- Neal. | 
' Jr., MI5 W ll.lcon St.. Kershaw, SC 2M367 



-■---:■-- , ;, ,. [ ,, ; .;. f;' 



"si.-d phn- jud i-l .ipp,.in 

|R,iir> in jood .hiipr. Iiiflie. Grejisrs. Ir . 1ii5 W'nn fi . 

Kurttmtrville, MC 394-B1. lM3|1!r7-5032. 

Average high sebool player w.-inr. opjsoiicnli pbm Alnka 
^o/ps, III Afnkakorps, Ricblholen's war. Midway, 1414. 
.Want to buy I u Hand Bismaick IJ-boal. Anjio and 
"jirreii Charles Rracknry. Sli Sherman Si. Siurgas. SD 
: i-77ia. )MS )3*7 jsiu 
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grad. P-o 


lr. P-lW Al 




uld like U 


hjs 


cheap 1414 




. pbm F-40. 


PfJ 


Holchkiss. 7U 


i MenLo. 


■. c hi 


,. Ml Till 1 


13y.v>;jS. 







It CL,,*. in Mi-...,ii-, .' Il..tr V .,,.,. ji.'i|',;i.'AK. It 

40. P-hlitic. (i-eaiial Access iii oihcrs WiiMgioiey pbm. 
i-io kils David Weudeleen, JIB3 l.ynbui. Memphis. TT4 

T ^i 17. M>2-M307 

prefer in tTKde Anno in eicellenl eondmon for Pan- 
LrarUfti bul will srll lor fOfl. A n/io has been played only 
V TeAr limes, Horactf.! Ruben Alsion. 21 M Wettowl Rd.. 

Allllln. TX 3 K7|7.1. 177-26?' 

AA/ill h-us Jul land, (iuadalcanal Pbm Stalingrad, J-i-rL 
Pick your side, letters answered. Not expert, but not 
IfK-umptlenl. En C Hamillon, P <» Bo ( IKba., Ajiiin. TH. 



AK AL>o Battle ol BriLain and Diplomacy, famu 
wargameis. please contact ttobirt Korpanly. P.O. Boa 
JJIi. L'olleKv jjniim.. Ik 77SJH. i;i3>845-|rj9j 
VlnLure phm oppnrvnT named '„: titiiy.h-iny \«i 

Eilled adult and warn serious players. Mm for sale: 
idwav-uacd once. Highest bid lill April lilti. Jim 
million. -bOLiJ Sandhiini. MiM. n»Hs.. TX 75206. 

■ :i4|ih.i.0Mi 

-Averase high sc.!i,.„l |i;.v.er,. noil .sit rtjnir. Cnnilnl 



i .ill ,„:.- ■-..II r. !:■.■! I'l.-.iil:,,, ■ \ 1- ■ M.-.K. 

^.iiilc.l ::: .pp..i.-.-".r. . .-. h ■ '.l.. "is ' il,:., -.L-.-r-i. 
,1414. U-kritgorw-hatyoullave Looking fur wargamers 
Clubs in my area John MieCalpin. 2203 Ridgecrest. 

(..Lli.irds.Mi. I \ '■"■j.i. MS-I5J-4 

|WG C]ub in Victoiid. Ics^s. wanls new members any 
ute- We iit 110. its Lo a<.ells)« plgJKn, Conlail: JimmV 

Sma>irl. Rt 5 BOX 312-F Vieiorin. TX 77901. *7J- 

JJ720. 

iNovirx. average p Layer o[ h s. age wishes pbm l J ini , crb«liiy 

[ Mark Ivnii.' ~-m I : i 'n S . H..UI1 1. I T 1.411111 

Iw.mred ..ppnutriK ,,, S.lIi I akr I i:s Ais., n ciorelhai 

[c.mbrrirtc. K .v.ville IT 84I3J 7. 76c-U<IHi. 
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No. ire wants ftf for Taclicn II Will learn any olhe 
liimvi •,•<<> iia'i pbmlorl AC il KuriA Bliineh, W 
Main.Ap) 314. Mall Lake. Hf B*|W. JM.7M03. 
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'In oiher Ltordj. I like 10 see mi tffMtUi iJs-V w-hen I 

destroy him! Danny Wilson. 5J3A Nonh 111. ArLLnpon. 

V'A 222CJ, 5J8-I7HI . 

[Sc.pcratcly srtk Anno. Ilcanal WuLI sluuBhter all 
i-otllertinflf pbminSLaliTisjrasastlermars. Also il mail 
iiillicr AH pmes Steven A. Blohm. 2111 BicmJh 
| Bblfkt0lirfl. VA 24061, lil-IH.l 

^arLL..nLjan,|| J -blir,iwulie.|.ac|..!.ealism) Anyelubun 
Jobn Ggrreci. I0S Llak Forest. R| J, Hlaeksliurg. 
A A J4IKJU 5J5J-HI97. 



I : .sp,-ii - Il seekva 

istlier games. Will. buy. sell, trade gan 
Si. Fairljiis. YA 22030. 



loini.iL.un hi ;dr.is .in priigcimiiunp All 
iimpjlorn. I haieaceesoksa.ixicH.purerij4iDg 
!■ on ran languages Ruben Parsons. 9504 

. l-.ii.hs. s v .■•ii|A '."-no's. 



, Hni!i.L-.k and L" ..Vial Will pay 
fan R. Lxe Mayliew. 306 Fim 



y J3229. iati-i 43 



rjl.if.ifpr.n.M-ii.u.f'-bln. 
Ml for halfol kii 
9,3 1 J Avalcn Fii 



Am iiiiking nu (i-.-.uiji. Win in ul I ■■» iisle pbm sheets 
Id Ju-ps tliiLjLitt.ii. .nd (..Hid e.ipie. ittrriird iiraj w-iLI Oe 
hs.POlAuI!}. 
Sbtlbu.nt, V[ [I548J. 



AdUll player seeks 111 rompeliLion for all lype* olconfuCl 

i.i mulai ions. Mhcb riiiilliiln. l-n2C1l_lhln.llRd..Bf5me■ , ■ 
■n, WATaJH1.4;",335i. 



Help! Please etplam l.jltuall and MidsVay. Dnn'l 
and either. Please write, thankl » loi Greg 
k. 331 H.E Jid Plate. Camas. WA M607. SJ4- 

gS4(>, 

TTbird playet Inr 1414 and bhnuT-hlutr Liiflereniadfliess 
,110m Nov. Dec. 1973 Issue Fif. pbm AK. Luftwaffe Will 
SMcphcn Notson, 14' So 50J lh p, 
-'■-'-' '.I-J-JH 



Wint S 

Wir.Tielies I. U-Ekml W,|||radectirj-cnl prml gamed,] 

Ask prite and condiiton repoii please. Karl K. 

satin. 111.6706 6 MW . Sealllt. WA. 9kls7 L SU3- 

Q737. 

Will 3-rd player advanced game 1414. One game only. 



.Will sejL.lrade.il -...:v Alt. •""; -IVi.. ,i,t. Will , onsidn 
copies el games. Will tunsider all olfees. Sieve Hooper. 
,SS 212' (iordv-n . Sp.ika.ir. WA "^U-.. \M-2Vi\ 

(Need novice phm liuliii- puiei .- c,igh J( rt. Mush 

preler (ieimans. hul will lake II. 5 Till Wattdell. Allen 
Jci.. Allen Jc-L. I" 2^|ij. ■s>J-J.j7.3 
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k-aku, Kennetn j Pmions, 4|p; 

aetre. Wl 5.1401 



THE GENERAL 

f .... ,. — _. 

READER BUYER'S GUIDE 



TI1U: AFRIKA KORPS PM« $7.00 

REGIMENTAL-BATTALION 

LEVEL GAME OF THE 

AFRICAN CAMPAIGN 1941-42 

I NSTRUCTIONS: Rate all categories bv placing a 
number ranging from 1 through 9 In the ap- 
propriate spaces to the right (1 equating excel- 
lent; 5-average; and 9-terrible}. EXC E PTl ON : 
Hate item No, 10 in terms of minutes necessary 
to play game as recorded in 10-minute incre- 
ments. EXAMPLE: If you've found that it takes 
two and a half hours to play FRANCE 1940, you 
would give it a GAME LENGTH rating of "15." 
Participate in these reviews only if you are 
familiar with the game in question. 

1. Physical Quality 

2. Mapuoari 

3. Components — 

4. Ease of Understanding 

5. Completeness of Rules — 
fi. Play Balance — 

7. Realism 

8. Excitement Ltvol - — 

9. Overall Value — 

M. Game Length - — 

The review sheet may be cut out, photocopied, 
or merely drawn on a separate sheet of paper. 
Mail it to our 4517 Harford Road address with 
your contest entry or opponents wanted ad. Mark 
such correspondence to the attention of the R Bt 
D Department. 

Same to be reviewed next: 



Opponents 
Wanted 




We're experiencing growing pains. More subscribers means more Want Ads. We just don't have the space 
for every subscriber to wax rhetorical as in the past To make it easier, and more meaningful for ail 
concerned, we introduce the Mini-ad. 



1} Print your city and state in Box A above. 

2) Insert copy where required on lines provided. 

3) Print your name and address where indicated. 

Want-ads will be accepted only when printed sn this form. 



I 



NAME (in all caps). 



STREET. 



PHONE- 
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LOYAL SUBSCRIBER DISCOUNT STAR 

This star when "stapled" to your order entitles you to free postage for any Avalon 
Hill parts order with a minimum order of $1.00. 

The star must be actually stapled to the order to earn credit. If you merely include it 
in your e/ivelope and it becomes lost in the mailsorting process here you will not 
receive credit for it. REPEAT — STAPLE it to your order. 

^ Vol. 10, No. 6 Mar-Apr 1974 ^ 

¥*¥¥*¥*¥ ****^*jiM**AMM^*¥*¥****¥¥¥ 
reader feedback 

This issue represents the completion of the first year of the improved, 26 pp format of 
the GENERAL. Before we embark into the next stage of our improvement process (to be 
marked by next issue's expansion to 34 pp), you can help us decide what we did right 
and wrong during the past year. By rating the following subjects on a 1-10 scale (1 
equating excellent, and 10 terrible) you can show us where we went wrong and what to 
emphasize in future issues. Participate in this Reader Feedback only if you have all 6 of 
the Volume 10 issues as only those cards completely filled out will be processed. 



The Issue As A Whole: 
Vol. 10, No. 1 . 



Vol. 10, No, 
Vol. 10, No 
Vol. 10, No. 
Vol. 10, No. 
Vol. 10. No. 



BEST ARTICLE: 

CAMPAIGN AT WATERLOO _ 

ADVANCED BISMARCK 

O-DAY DEFENDED 

LUFTWAFFE ANALYSIS 

SERIES REPLAY (which one) 

LEYTE GULF 

OPERATION CRUSADER 

ANATOMY OF A DEFENSE 

PORTRAIT OF A GAME 



SERIES REPLAYS: 
PANZERBLITZ PREVIEW: 

MIDWAY: 

1914: 

STALINGRAD: 

AFRIKA KORPS: 

BULGE: 



DESIGN ANALYSIS: 

Duncan's Return to Gaming: 

Pournelle's FRANCE '40 Critique . 

Shaw's Matrix Concept 

Reed's Richthofen's Variant 

Zocchi's CRT Analysis 

Pinsky's Bulge Recap 



Because less than 10% of the readership participates in the contests we are 
considering dropping them in favor of more room for variant counters and 
feedback forms. Indicate your choices below. 



CITV_ 



-STATE- 



ZIP 



. Drop the contests 
. Continue the contests 



THIS ISSUE'S ARTICLES 



Circle One 

If the contests were dropped I (would) 

(would not) cancel my subscription. 



Place a "1 " next to your first choice, a "2" next to your second, and a "3" next to your 
third choice for the best three articles of this issue. 



.AVALON HILL PHILOSOPHY 

. GUADALCANAL . , . 

. GOLD RUSH! 

. PANZERBLITZ REVISITED 

. SERIES REPLAY — BULGE 

DESIGN ANALYSIS 
.A REALISTIC SOLUTION 
.BLITZKRIEG INVASION POSSIBILITIES 




AVALON HtLM, ^&r\ 

4517 Harford Road, Baltimore. Md 21214 fjK\ ) 




